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Ryder Cup, Batman Returns, 


Puggsy, Innocent Until Caught, Winter Olympics, 
Super Methane Bros, Snapperazzi and many more! 


: Sibwing, Armourgeddon 2, Pinkie 
and Bump ‘n' Burn to name a few! 
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Liberation, The Labyrinth Of Time, 
Star Trek, Simon The Sorceror and loads more! 
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Great Team 17 
compo | 
inside! 


The Amiga does 
the Starwing 
thing! 


Printed in the UK 
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GGT ultimate in space adventure, 
Frontier is the single most 
important step forward for 94 
games this decade. 


PC ZONE 


37% 


we Unrivalled classic, nohind g 
‘comes close. 
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GG Frontier is probably the best 
game | have ever played. This 


offers everything you could 
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want in a game of this type. 99 6% 
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* One of, if not the; biggest 
games ever, Frontier is a title 
that will make the rest of your 


software collection obsolete. 99 


-* AMIGA FORMAT | 


aa Frontier sucks you in and keeps 
; you hostage. It’s a monster. 99 oy aes 


REVIEW 


At) 


(74 Like Elite before itpFrontier isa _ . ' 
game that rises above its feeble : 
competitors like a colossus and : | GG The best space game ever. 99 


will be talked about in awe for. 
years to come. It’s better than 
you could ever have dreamed it 
to be. 99 
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Coverdisks compiled by Grants 
Computing — we couldn't do 
the mag without him. 


No part of this magazine may 
be reproduced, stored in a 
data retrieval system or trans- 
mitted by any means, electron- 
ic, mechanical, recording or 
otherwise without the prior 
permission of the publisher. 


Seriously noiw, we're getting a 
little fed up with people send- 
ing in faulty coverdisks to us. 
Please, please, please send 
them to; The One Coverdisk 
Returns, PC Wise, Dowlais 
Top Business Park, Dowlais, 
Merthyr Tydfil, Mid Glamorgan 
CF48 2YY. We regret that any 
coverdisk problems sent to us 
will remain unanswered. 


“So long, and thanks for all the 
cake..." 
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There are tears in my eyes as | 
write because — sob! — this 
will be my last issue as Editor of 
The One. It's all because of that 
rat Simon Byron who, aided 
and abetted by those turncoats 
Matt and Jenny, staged a South 
American-style coup d'etat and 
= ousted me from my seat of 
power. So, as from next issue, it’s his gormless face 
you'll see peering out of the picture box to the top- 
left. Never mind, as Lord EMAP's seen me right and 
is moving me onto a new project — a relaunch of 
Sinclair User. Apparently, the ZX Spectrum is mak- 
ing a comeback. Or so he tells me. Anyway, thanks 
to you, the readers, for all your support over the 
past year or so and | hope you enjoy the mag under 
Simon — even though you know it won't be half as 
good as it was under me. 


DAVID UPCHURCH, 
EDITOR (as was). 


4 CONTENTS 
EXCLUSIVE! Two — yes, TWO! — whole pages 
filled with, er, well, you know, um, contents really. 


6 BOOT SECTOR 
Four pages quite literally throbbing with what peo- 


ple are already calling ‘That bit about the cover 
disks.’ Crikey! 


SENSIBLE WORLD 
OF SOCCER........22 


You've waited and waited, and at last it's 
rolling over the horizon towards us. Go 
forth and check out our exclusive four- 


page report. 


12 NEWS 
As ever, The One is slap bang in the middle of the 


Amiga world, completely without a clue. We tell 
you what we reckon is going on. (Disclaimer — The 
One retains the right to be completely wrong at all 
times.) 


18 LETTERS 

You wouldn't believe the fun we've had typing in all 
your brilliant letters this month. At one point, we 
had to close the office and go home early because 
David got all frothy and out of hand. Now you can 
too. 


22 KICK OFF! 


Sensi Sensi Sensi! Yup, we're hot, we're happening 
and, best of all, we're great mates with Sensible 
Software. If you want to be just like us, then turn 
immediately to this four-page feature on the follow- 
up to one of the best-selling Amiga games of all 
time — Sensible World Of Soccer. 


26 ONE ON ONE 

Find out exactly what makes the authors of the 
Championship Manager games tick, as we probe 
where no one has probed before — into the pants 
of Intelek. 


30 ‘ERE WE GO! ‘ERE WE GO! 
‘ERE WE GO! 

We get our balls out and kick them around a lot. 
When we're not doing that, though, we're busy 

bringing you news and previews of all the footy 

games you can expect to see in 1994. 


35 WORK IN PROGRESS 


Your chance to travel with us to top software devel- 
oping locations across the planet that you call Earth. 
Expect to encounter such creatures as Acid 
Software's Sibwing, Millennium’s Pinkie and Psyg- 
nosis’s Armourgeddon 2. Oh yes, and tons more 
besides! 


53 REVIEWS 

This month we unveil the scores on the doors for 
such beauties as Winter Olympics, Ryder Cup and 
Innocent Until Caught to name but, well, three 
actually. This is where to look if you want to find 
out which company’s PR rep spends the most 
money on us and buys us the best... (Snip — Dave.) 


80 UPDATES 

We've had a tremendous response to our ‘spot the 
fish’ competition (What? — Dave) and once again 
we look at software that’s been souped-up and re- 
released for the A1200 and CD32. (Have you been 
drinking again? — Dave.) 
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82 REPLAYS 


It's been a bumper month 
for budget releases, so 
you can expect nothing 
less than six pages of tip- 
top coverage. Hit me, 
baby, hit me! 


90 KILL ZONE 
You'd be amazed at the 
crap you can churn out 
once you've worked here 
for a while, you really 
would. Anyway, where 
was |? Oh yes. Wow! 
Check this out dad-dad- 
daddio — Liberation, 
Labyrinth Of Time, Star 
Trek and the continuing — — 
solution to Simon The Sor- ROR ad ae 2 x SR 
ceror. Yes, it’s all true! ect oe nn eis s 
Crazy or what? le 


104 PD ZONE 


Gimme, gimme, gimme a 
man after midnight. 
Won't somebody help me 
chase the shadows away. 
(I think he means it's PD 
Zone as usual. — Dave.) 


107 BACK ISSUES 

I've just had a great idea. How about if we hide 
half the mags in a cupboard downstairs, and then 
get people to buy them a couple of months later at 
a much inflated price? (Brilliant. — Dave.) 


108 SUBSCRIPTIONS 

You may've been in Desperate Dan's Pie Eaters 
club, you may've joined the Dennis & Gnasher fan 
Club, but nothing could've prepared you for this. 
Yes, this is your chance to become a subscriber to 
The One. Let's rock! 


110 RECOMMENDED 

Once again David manages to tick off four pages of 
his monthly quota by churning out the same thing 
as last month. With a couple of minor changes. 
Clever man, that Upchurch. 


114 NEXT MONTH 


Round and round and round she goes, where she 
stops, nobody knows. Yes, we employ a tried and 
tested but totally unreliable method to find out 
what's likely to happen next month. (Disclaimer — 
The One retains the right to be completely wrong 
at all times. As usual.) 


stunning game from 
Supervision that's 
already been a big hit 
with viewers of ITV's 
“What's Up Doc?’ Cor! 


GUARDIAN.......36 


You don't have to put up with those 


awful Nintendo nuts going on about their 
Starwing anymore, as Acid Software are 
about to prove that anything the Super 
NES can do, the Amiga can do better. 
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FOOTBALL? 
Of course 
you do, so 


why not turn 
to page 29 
for a massive 


preview of 
every major 
footy game 
coming out 
this year! 


HUGO THE TROLL..46 


This may look a little familiar and quite rightly 
so. We've got all the 
info on the graphically- 


GAMES FEATURED IN THIS ISSUE 


ARMOURGEDDON 2 WIP 
BATMAN RETURNS REVIEW 64 
BUMP ‘N’ BURN WIP 40 


CHAMP. MANAGER ITALIA REVIEW 58 


DOOFUS REVIEW 
DRACULA REVIEW 78 


HUGO THE TROLL WwiP 
INNOCENT UNTIL CAUGHT REVIEW 66 
LIBERATION TIPS 91 


REVIEW 54 
REVIEW 62 
PREVIEW 22 


PUGGSY 
RYDER CUP 
SENSI WORLD OF SOCCER 


SIMON THE SORCEROR 
SNAPPERAZZI 

STAR TREK 

SUPER METHANE BROS 
TUBE WARRIORS 

WHEN TWO WORLDS WAR 
WINTER OLYMPICS 


ON THE DISKS... 


Wet the tip of your finger and thumb. Oh 
yeah. That's good. Now turn the page to see 
how you can get to footy and PD demo 
heaven with our stunning coverdisks. 


TIPS 100 
REVIEW 76 
TIPS 96 
REVIEW 60 
REVIEW 74 
REVIEW 72 
REVIEW 70 
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BENEFACTOR 


Psygnosis 


Well, this is a bit of a treat and no 
mistaking. Although Benefactor 
hasn't got the most eye-poppingly 
beautiful graphics ever, spend a few 
minutes playing the thing and you'll 
be head over heels in love with this 
rather smart arcade adventure. And 
that's official! 

You take control of a bloke (I 
don’t know his name, it doesn’t say) 
who has to help some little blokes (it 
doesn't give their names either) get 
to a teleporter thingy at the end of 
each level. (We're always well 
informed on The One. - David.) 

The little blokes are pretty intelli- 
gent and will make their way 
towards the teleporter, only stop- 


LOADING YOUR 
DISKS 


1. Dive dramatically towards 
your mag and firmly collect the 
disk of your choice, bringing it 
to your chest. 
2. Executing a overhead 
kick, shoot the disk into the 
goal mouth of the disk drive 
and punt your Amiga on. 
3. Celebrating with your team 
mates in an embarrassingly 
‘intimate’ way, choose the 
demo of your choice using the 
function keys. 
4. Play the game. He shoots! 
He scores!! 


ping when they get 

to an area they 
& can't negotiate 
without your help. 
This help can include picking them 
up and throwing them onto a 
higher platform, flicking a switch 
to extend a platform or opening a 
door that blocks their way. 

At the beginning of each level, 
the little chaps are held in small 
rooms which can be opened using 
the gold keys found around the 
level — though it’s not always 
advisable to do that straight away 
(more on that in a minute). 

The little lads come in two 
flavours; full-coloured smart ones 


BOOT SECTOR 


This month, due to the incredible disks on offer, we've got not one, not two, not 
three but FOUR pages worth of Boot Sector. Imagine how ‘thrilled’ Matt Broughton 
was when we told him! 


DISK A 


(who won't do anything to hurt 
themselves) and black and white 
ones who are as thick as a thick 
plank of something thick (i.e. will 
quite happily walk into lakes of 
bubbling death juice). You need to 
put these thickos through special 
colouring machines to make them 
more intelligent but — you just 
knew there was one of those ‘buts’ 
on the way, didn’t you? — these 
colouring machines are initially 
switched off. 

To activate them you have to col- 
lect a pot of paint (usually found 
elsewhere on the level) and stick it 
into the funnel at the top of the 
machine. When the black and white 
folk walk through the bottom unit, 
they'll become fully-coloured, fully- 
functioning smarties. 

You're a fairly athletic bloke and 
can pull off a number of award- 
winning moves, such as Impossible 
Mission-style somersaults and 
Flashback-y forward rolls, not to 
mention climbing onto higher plat- 
forms and a few other things to 
boot. The bar at the base of the 
screen shows your current energy 
so don't fall too far, or you'll find 
yourself back at the beginning of 
the level. 

As you travel around, you'll find 
a number of nasties to avoid, as 
well as tons of lovely jewels and 
interesting collectibles just asking 
to be stolen — just remember to 
keep an eye on your thickies while 
you're bombing around the place! 
It's great fun, and | for one can't 
wait to play the finished game. 


BENEFACTOR 
ORK ATTACK 
POLLYMORF 


CHAMPIONSHIP 
MANAGER ITALIA 


PREMIER PICS 


ORK ATTACK 


Complete PD game! 


The more observant of you may 
recall this from a recent PD Zone 
where it scored quite handsomely, 
and here it is for you to sample 
yourselves. 

You play the part of a lone 
knight left to protect the King from 
a seemingly never-ending Ork 
attack on his castle. You do this by 
standing on the castle’s battle- 
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ments and hurling rocks at the Orks 
as they climb towards you or, 
should they get to the top, calling 
for your sword and chopping off 
their ugly heads with one well- 
timed swipe. 

There will only ever be one rock 
on-screen at a time, and this can be 
picked up by running over it and 
then dropped by standing above 
the offending Ork and pressing Fire 
(it’s also worth mentioning that it’s 
easier to control if you pull ‘Down’ 
on your joystick to stop the knight 
moving). 

If it becomes apparent that an 
Ork is going to get to the top before 
you can brain him, you can drop the 
boulder and call for your sword (by 
pushing ‘Up’). Your trusty squire will 
oblige and chuck the weapon 
towards you, leaving you to chop 
off the Orks’' heads. Again, it’s 
worth mentioning that no new 
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rocks will appear until you throw 
the sword back to the squire (by 
pushing ‘Up’ again). 

Every now and then a chief Ork 
will appear (identified by his glow- 
ing staff — chortle) and slowly 
ascend the wall. If the chief gets to 
the top, the staff will explode and 
it's Game Over time. You can’t kill 
him with the sword and so must 
drop a rock on his head, setting off 
the staff and affectively ‘smart 
bombing’ any other Orks on-screen. 

Once you've killed a set number 
of Orks, a magic staff of your own 
will appear at the top of the screen 
(providing you're not holding the 
sword) and when collected will 
flash-fry any Orks left, exiting the 
current level. 

Before you move on to the next 
level, you'll often enter a sub-game 
where you take over as the squire 
and must sweep the dead Ork bod- 
ies into the moat. You do this by 
pushing them with the brush and 
must dispose of as many as possi- 
ble before the time runs out. This is 
purely a bonus round, so nothing 
can really go wrong here. 

You then appear on the next level 
where things get a bit harder, with 
more Orks, not to mention the 
appearance of Orks with helmets 
which can only be killed using the 
sword. 

It’s all very frantic and, consider- 
ing you only get one life to play 
with, pretty demanding, but if 
David can get to Level 3 so 
can you! Have fun. 
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Now this is the kind of game | like to 
see in Boot Sector — mainly because 
it's gonna take me about three min- 
utes to explain! 

I'm sure this is a puzzler you've all 
seen before in one form or another 
but here | go anyway. You're a love- 
ly little blob who has been charged 
with the task of pushing coloured 
blocks together in an attempt to clear 
the screen before the time runs out 
(shown by the descending bar). 

As soon as two or more blobs of 
the same colour are next to each 
other either vertically or horizontally, 
they'll disappear from the screen. 
You need to do a fair bit of forward 
thinking before you move anything, 
especially when you get three blocks 


Er... left. 
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of the same colour 
on the same Fal 
screen. 

As the screen becomes clearer, 
things will obviously become easier 
as you'll have more room to 
manoeuvre the blocks around the 
area, but make sure that you don’t 
move blocks into corners or against 
walls where you won't be able to 
retrieve them later. 


Proceed in a downward manner. 


We really have gone football crazy 
this month. No, really. Not only 
have we compiled an issue packed 
with footy information, but also 
have an entire disk devoted to the 
ancient art of kicking bags of pig's 
gut around (or something). And 
here’s the big boy — Championship 
Manager Italia. 

| initially cringed at the thought 
of having to explain this game to 
you, but fortunately (for me in par- 
ticular) the game is fairly self 
explanatory thanks to some intu- 
itive menu options. Nevertheless, I'll 
take you through some of the less 
obvious points. 

When you play CMI for the first 
time, you'll first need to pick the 
team you want to manage, along 
with the sort of personality you 
want your manager to have (i.e 
grumpy, happy, sleepy, bashful and 
Doc). Once you've answered these 
few questions, you'll need to sit 
back for a while while the comput- 
er creates the players and team 


Lazio Squad 


Before playing Cainiigheahid: 
Manager Italian, you'll need to 
find two blank disks. The instal- 
lation program is really easy to 
use (just follow the on-screen 
instructions) and will even for- 
mat your disks for you. Make 
sure you write protect The One 
coverdisk to ensure that you 
don't accidentally overwrite 
anything you shouldn't. Also, 
don’t remove any disks until 
the disk light on reer Amiga 
has gone out. | 


data on your disk. If you don’t fancy 
waiting for the game to generate all 
the additional information, select 
Quick Start and you'll be plunged 
headfirst into the heady world of 
football management. 

The first thing to do is set up a 
few friendly games against teams of 
your choice. Go to the Fixtures menu 
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Italian Cup fixtures 
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and select a vacant space in your fix- 
tures list. You'll be able to approach 
any team and if they accept opt to 
play the match at home or away. 
Once you've filled up your fixture list, 
click on exit and return to the main 
screen. 

It's probably best to play a match 
so you can begin to build up a strong 
team. Click on the top-left box and 
you'll go straight to team selection. 
There are a number of information 
panels available from the squad 
screen, as well as methods of view- 
ing the team tactics. By clicking over 
individual players’ names, you can 
inspect a detailed record showing 
that player’s personal details and 
their overall ratings on skill sets. 

Once you've decided whether to 
include them or not, simply click over 
the number that you want them to 
appear in (at the base of the screen) 
and then over the player’s name. You 
can view the squad as a whole, or as 
defence, midfield or attack by using 
the selection panels in the bottom 


Lazio 


ME bd 


=aTYI = 


NEbd 
FORMAT TOP 


| OF | BONOME 


Italian Cup 
Stadio Olinpico 
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also shows who is currently attack- 
ing and who is defending, with the 
overall scores given in bold. 

Should you feel the need to make 
any major changes to your team’s 
formation or playing style, clicking 
on the right button at any point dur- 
ing a match will take you back into 
the tactics screen where you can 
again make your selections. Clicking 
on ‘Done’ will return to the game. 

As the season progresses, player 
contracts will come up for renewal, 
along with the chance to buy and 
sell players on the transfer market. 
Again, all of these functions are con- 
trolled using the mouse and a series 


BOOT SECTOR(@@ 


Premier Picks is basically a game of 
chance, where you play through 
each match by turning a number of 
cards laid out before you. If you’re 
lucky, you'll score. If you‘re unlucky, 
you'll miss. And if you’re a git you'll 
foul and miss a turn. Hurrah! 

You take it in turns to play 
against a computer opponent, until 


one of you selects the half- or full- 
time, and then the match is over. 
You then get to view the league 
tables and see how you're getting 
on. You select your team at the very 
beginning, so you can now enjoy 
watching your team screw up with- 
out any players even needing to be 
involved. Marvellous. 


eis it 


‘Beats the large number of duplicate disk made, the odd one 
won't do its thang as it should. We’re very sorry if you've got one 
_ of these but don’t despair, help is at hand. Whatever you do DON'T 
SEND THEM TO US! Instead, send them to this address with a SAE 


eee 


riah epee The One Coverdisk Returns, 
ight. of intelligent option screens; as are PC Wise 

The smaller options along the base all the features of the game thank- ie ete ee 
of the screen give access to such fully! pieodat dale Business Park, 
information as goal scorers, disci- Quite often you'll have to give the 2 _ Me thyr Tydfil, 
pline, awards, etc, while the top machine a bit of thinking time as it "Mid Glamorgan CF48 2YY. 


options give access to the league 
tables and fixtures. 

By going to the tactics screen 
(TCT) you can select the formation 
and overall style of play that your 
team will adopt in the coming 
games. Although injuries will often 
call for player replacements, this will 
become the permanent tactic for 
your team unless changed by your- 
self during or between matches. 


sorts out things like player transfers, 
but other than that you should be 
able to enjoy this sample of the 
game without any problems (of 
course, you'll have to buy the full 
game to play for more than half a 
season - damn!). 


The Small Print Bit. 


Once you've done this you can read the rest of your excellent mag- 
azine and wait for your replacement disk to arrive. If you think 
that you can solve your problems down the phone, call the PC 
Wise helpline on (0685) 350505 between 10:30am and 12:30pm 


on weekdays. 
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return to the main menu to wait for 
your first fixtures to come around. 


coverdisks for all known virus- 
es, we can accept no responsi- 


ROAD TO HELL +Y 

G. PRIX MANAGER +Y 
STARBASE 13 (2) +Y 
KLONDIKE 1 200 (3) 
STAR TREK (2) +Y 


DREAM TRIPPIN +Y 
MADE IN CROATIA + 
NOJCE +Y 
HYPNOSIS +Y 
CLAIRVOYANCE +Y 


MED MODS 2 +Y 
MUSIC MODS [6) +Y 
MEGA SAMPLES (5) +Y 
X BEAT PRO +Y 
TECHNO MODS (5) +Y 


MAVERICK COPY +Y 
SKICK WB3 +Y 
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statistical information, with spots of 
commentary when any of the players 
come close to a goal scoring oppor- 
tunity. From the bars, you'll be able 
to monitor the overall performance 


escaped our attention. 


2. The One and its retailers are 
not liable for any unnotified 
changes to the contents of the 


SYSTEM DEFENDER +Y 
FATAL MISSION 2 +Y 
GLAXO (2) +Y 

KT'S BOARD GAMES +Y 
SPECCY GAMES (4) +Y 
FIGHTING WARRIORS +Y 
TETRIS PRO +Y 
SOCCER CARDS +Y 
MAD FIGHTER 1200 
MEGABALL 2.1 +Y 


SKIZZO DEMO 2 (4) 
RETINA DEMO | +Y 
PYGMY EXTEN +Y 
ODYSSEY (5) + 
LEMON GROOVEY +Y 
VOLCANO 1200 
EXPLICIT 2 1200 

FULL MOON AGA 
SANITY ARTE +Y 
ORIGIN (2) 1200 


BEAT BOX (2) +Y 
DESERT +Y 
RHYTHMIC +Y 

BASS IN YA FACE +Y 
A TRIP TO D BASE (2) +Y 
DATA X TRILOGY +Y 
DATA X THE VICTIM +Y 
XENO INFINITY +Y 
OCTAMED TUTOR +Y 
TECHNO MANIA Ii +Y 


WB3 BACKDROPS Y 
SPECTRUM 1.7 +Y 
HI RES ICONS (3) +Y 
200 UTILS +Y 

PC TASK 2 +Y 

UTTLE OFFICE +Y 
PRINT STUDIO +Y 
SID 2 +Y 

BUSINESS LETTERS +Y 
EASY CALC PLUS +Y 


1200 GRAPHIC UTILS 
ASI FIX DISK 1200 
BANNER MAKER+Y 
S-SOLVE CROSSWORD+Y 
DISK MANAGER 3 +Y 
TURBO IMPLODER 4 +Y 
CG FONTS [7) +¥ 
PARNET (2) +Y 
PARNET HELP+Y 

VIRUS ALERT +Y 


> 


We stock Fred Fish 1-930 
CLR Licenseware all titles 
Assassins Collection up to 155 
Also scope and LSD legal 


coverdisks which may occur. All Disks Posse 


90) orders 70p per disk 
a0 


Europe +20p per disk 

World +40p per disk 
Coteieg ue oie at 70p, or FREE with your first order 
DEPT THO, 75 THE DRIVE, ROCHFORD, ESSEX SS4 1QQ > 
Tel/Fax: 0702 542 536 anytime. Spend over £15 and get disk cleaner kit free (worth £2.99) 


HOW TO ORDER Please make cheques payable 
with Bankers card no., or postal orders to KT's PD 
(Software). All orders sent First Class the same day, 
+= Plus compatible Y= 1200 compatible (*) = No. of disks 


Choose 10 Disks 
and get | free 


of your team, split into defence, mid- 
field and attack strength. This display 


OFFER 


WING COMMANDER 


9.99 13.99 


OFFER 


9.49 


ISHAR 2 
11.49 


NOP = will not work on A500 
Plus, A600 or Al200. 

NO12 = will not work on the 
Al200. 

| MEG = requires at least 1 meg 


of RAM to run. 
¢ = NEW Item 

AMIGA A1200 VERSION GAMES 
RUCK UR. ccecla cities Ce 20.99 
ALIEN BREED 2 18.99 
ROD BLOG it"... Adishabiccacdiaca eee 19.49 
BODY BLOWS GALACTIC ..18.99 


BRILLIANCE AGA (2 MB MINIMUM, 2 DISK 
DRIVES OR HARD DRIVE REQUIRED 
PROFESSIONAL PAINT AND ANIMATION 
PACKAGE FOR OUTSTANDING RESULTS. 
FEATURES ALL AMIGA SCREEN MODES 


INCLUDING AGA) © Qo. c.cccccccccececeneees 114,99 
BURNING RUBBER .....ccccosevccocessessccccess 18.49 
CHAOS GRE... cbsneccnseabeeeiiiiee cacccccd 18.49 
DE NNIS : Legdbcet GARGRAs cadecced 19.49 
ISHAR 2 - LEGIONS OF CHAOS 18.99 
JURASSIC PARK  ....ccccccccccscces 19.49 
KINGS QUEST 6 (1 MEG) © 00... ..c.ccccceeees 22.99 


MAN UTD PREMIER LEAGUE CHAMPIONS +18.99 
MR NUTZ 19.49 
NIGEL MANSELL S WORLD CHAMP SHIP 18.49 


RISE OF THE ROBOTS ¢« ............ccccsecnees 25.99 
RYDER CuP 18.49 
a! aes eee 22.99 
SIMON THE SORCERER 24.49 
eee ee ae eer 19.49 


STAR TREK - 25TH ANNIVERSARY 


(HARD DRIVE ONLY) ................ccceceeeeeees 22.49 
SUPER STARDUST « 16.99 
BPA avcccocccccctdcececccne chiiaaiie odascs Ginnie 22.99 
ZOOL 18.49 


AMIGA GAMES 


688 ATTACK SUB .... 

A-TRAIN (1 MEG) vtceses 
A320 AIRBUS (USA VERSION) (1 MEG) 
A320 APPROACH TRAINER (1 MEG) ... 


»+ 10.49 
.- 13,99 
+2249 

16.99 


ADDAMS FAMILY (1 MEG) 9.99 
AIR BUCKS evneeeeee 1 8.49 
AIR FORCE COMMANDER (1 MEG) ....... ..18.49 
AIR SUPPORT eso) see 14.49 
ALFRED CHICKEN (1 MEG) .. 18.49 
RR Ge el ae 18.99 


ALIEN BREED (SPECIAL EDITION) (1 MEG) 9.49 


ALIEN BREED 2 (1 MEG) ...........c..ccceceee: 17.49 
AMERICAN eee re ieee 16.99 
AMNIOS Ketpliaruepnchdabbces deeae 4.99 
ANOTHER WORLD. OS Se RS 11.99 
APOCALYPSE (1 MEG) ............cccceccecseee020.49 
PAPRAIUAD NOES ©... desea chtbeccutteknicts cobtadcae 9.49 
ARCADE POOL (1 MEG) © .......cccccccccecseeess 9.99 
ARCHER MACLEAN’S POOL .................. 13.49 
ARKANOID 2 (NO12) ange Gccdecoccccsccdal 7.99 
ARMOUR GEDDON 2 (1 MEG) « .20.49 
ASSASSIN REMIX ; ge 
B17 FLYING FORTRESS (1 MEG) . voned2.99 
BATMAN RETURNS . 12.49 
BATMAN THE MOVIE ...........ccccceccecscecceees 7.99 
BATTLE ISLE 93 16.49 
BATTLE OF BRITAIN. 14.49 
BEACH VOLLEY (NO12) 7.99 
BENEATH THE STEEL SKY (1 MEG) 23.49 
BENEFACTOR (1 MEG) : .20.49 
BILL'S TOMATO GAME 17.49 
BIRDS OF PREY (1 MEG) (NO12) 11.99 
BLACK CRYPT (1 MEG) 11.49 
BLADE OF DESTINY (1 MEG) .................. 25.49 
BLASTAR (1 MEG). 16.99 
BLUES BROTHERS 3 7 49 
BLUES BROTHERS JUKEBOX ADVENTURE * 17.49 
BODY BLOWS (1 MEG)................cce00e- 12.49 
BODY BLOWS GALACTIC (1 MEG) ..... 17.49 
BREACH 3 (1 MEG) + 22.49 
BRIAN THE LION.................. 17.99 
BUBBA ‘N’ STIX 16.99 
BURNING RUBBER  .occccccccoccccccccsennceers 17.99 
CeeeR OCELUXE .tiaekaes...-..ccstease 18.49 
CAMPAIGN (1 MEG) 22.49 
CAMPAIGN 2 (1 MEG) ; 22.99 
CANNON FODDER (1 MEG).. clan 20.49 
CARDIACS .... 9.49 
CHAMPIONSHIP MANAGER 93 

UPDATE DISK (1 MEG) <.....ccccccssccccesscscese 9.49 


CHAMPIONSHIP MANAGER 93/94 (1 MEG)12.99 
CHAMPIONSHIP MANAGER COLLECTION 
(93/94 + UPDATE DISK) (1 MEG) « veene20.49 
CHAMPIONSHIP MANAGER ITALIA 93/94 


(1 MEG) « 18.49 


CHAOS ENGINE 13.99 
CIVILISATION (1 MEG) 23.49 
COMBAT AIR PATROL 20.49 


COMBAT CLASSICS 


TOP SPECIAL 


CHAOS ENGINE 


TOP SPECIAL 


CHAM MGR 93/94 
12.99 


ALIEN BREED 2 (41200) STREETFIGHTER 2 
11.49 


18.99 


2001 2 
16.99 


A- TRAIN 


13.99 


(F15 STRIKE EAGLE 2, 688 ATTACK SUB, 


TEAM YANKEE) (1 MEG) (NO12) .......0000 13.99 
EE WE cise Sc ddsteecdo vcbvtteillsinccconiad 20.49 
OS aE TIA 8.99 
CORRUPTION (M/SCROLLS)........ccc00e00000 7.49 
COSMIC SPACEHEAD (1 MEG)® ............ 16.99 
CRUISE FOR A CORPSE ....ccccccsscseseesseees 11.99 


CRYSTAL KINGDOM DIZZY o.cccccccccseseeesees 9.49 
CURSE OF ENCHANTIA (1 MEG) ............ 11.99 
CYBERPUNK cescccccsesssseseseereen eicsitiahl 16.99 
CYBERSPACE (1 MEG) ......ccccccccccccsseseee 22.99 
DARKSEED (1 MEG) ......cccccccscsesesceeeseems 21.49 
DENNEN cas cccccesoscxsscdglibetistlineseseresass 18.49 
DESERT STRIKE (1 MEG) ...cccccecsscseeeeeseees 19.49 
DETROIT (1 MEG) ©......ccccccccccecseeseceeseenees 21.49 
DISPOSABLE HERO .......cccccceseceseeceseeens 16.99 
DIZZY'S EXCELLENT ADVENTURE ......... 16.49 
DOGFIGHT (1 MEG) .....cceceseccsecsseccscssees 22.99 
<li RES 18.49 
DRACULA (1 MEG) ...cccccceccsesccccssccssessssees 20.49 
DREAMLANDS 

(TRANSARTICA, STORM MASTER, 

ee RS ORS ea 18.99 


DREAMWEB (1 MEG)..............cccccceeeeeneens 22.99 
DUNE 2 - BATTLE FOR ARRAKIS (1 MEG) 20.49 
DUNGEON MASTER & 


CHAOS STRIKES BACK (1 MEG) ............ 13.99 
DYNA BLASTERS (NO12) ......:.0seseseseseseers 20.49 
OY eee CC CR 9.49 
ELITE 2 (FRONTIER) (1 MEG) ........eceseseses 19.99 
ESCAPE FROM THE PLANET OF 

THE ROBOT MONSTERS (NO12) .......000000+. 7.99 
EUROPEAN CHAMPIONS (1 MEG)............ 17.99 
EYE OF THE BEHOLDER (SSI!) (1 MEG) ...12.49 
EYE OF THE BEHOLDER 2 (1 MEG) ......... 24.49 


F1 (DOMARK) (1 MEG) 
F117A STEALTH FIGHTER 2.0 (1 MEG) ... 
F15 STRIKE EAGLE 2 (1 MEG) 
F17 CHALLENGE 
F19 STEALTH FIGHTER (NOP) ...........cccs00s 7.99 


F29 RETALIATOR (1 MEG) ......cssscsesceven 10.49 
FABLES & FIENDS - LEGEND OF 

KYRANDIA (NO12) (1 MEG) ........cccceeeeeees 23.99 
FACE OFF ICE HOCKEY (NO12) ..cccccesesese. 9.49 


FANTASTIC WORLDS 
(REALMS, PIRATES, MEGA LO MANIA, 
POPULOUS, WONDERLAND) 


(9 RAE RII. at iccctiadsinscrncvcnsocachinaha 23.49 
FIRST DIVISION MANAGER .........c.sesssesses 7.99 
FIRST SAMURAI + MEGA LO MANIA (NO12) ...13.99 
FLAMES OF FREEDOM (MIDWINTER 2) ...10.99 
FLASHBACK (1 MEG) ..cccsesessesesesecsesenen 20.99 
FORMULA 1 GRAND PRIX .o.....ccccccseseeoe 22.99 
FUTURE WARS (NO12) .......c.cccseseseseseenees 10.49 
RR SUREPOS = 17.99 
BEING... tlds. asecesecereessovonsneee 15.49 
GENESIA (1 MEG) ..............cccssscssenseseses 20.49 
RE OARS Sree 20.49 
RRR > RN al 14.49 
II 4... alia. sccisscececeseve 18.49 
GRAHAM GOOCH DATA DISK o.ccccceceoeses 12.99 
GRAHAM GOOCH WORLD 

CLASS CRICKET (1 MEG) .....cccccccccseseees 18.49 
GRAHAM TAYLOR'S SOCCER 

MANAGER (1 MEG) .....4:0-cccececececorerececseess 9.49 
GRAND PRIX CIRCUIT ......c.cccccseseseeesseseers 9.49 
GUNSHIP 2000 (1 MEG)...........cccesscccsesenes 22.99 
HEAD OVER HEELS ......c..cc.csccesesesesenenenss 7.99 


HEROQUEST 2 - THE LEGACY 
OF SORASIL (1 MEG) 
HILL STREET BLUES (NO12).......ccccc000s000 9.49 
HIRED GUNS (1 MEG) 
HISTORYLINE 1914-18 (1 MEG) 
HOLLYWOOD COLLECTION 
(ROBOCOP, GHOSTBUSTERS 2, 

INDIANA JONES ACTION, BATMAN 

THE MOVIE) D/S (NOP) ...ccc.ccecesesesesesnsnes 9.99 


POLIREIGS SY UIE). cccccccstncothsteccsiesennmnes 18.99 
HUMANS DATA DISK (NO12) .............0008 18.49 
PORNC TENE UNEP TIED * 200.00 cdunsakeannbucssetubertiacene 7.99 
ee oS Oa ae = Se a oe 7.99 
es fp LE | Oe cere serene 10.49 
INDIANA JONES 2 ACTION (FATE OF 

TLANTIO) Gicetiisccccccchittbtitsncudasticgacabocs: 17.99 
INDIANA JONES ACTION  .........ccceccceeeeeees 7.99 
INDIANA JONES ADVENTURE ............... 11.49 
INDIANA JONES FATE OF ATLANTIS 

ADVENTURE (1 MEG) on... cccccccccccceceeeevees 24.49 
TPECONT (TA) .. cccsacocsstcctentescsense. 22.99 


INTERNATIONAL RUGBY CHALLENGE ...... 7.99 
ISHAR - LEGEND OF THE FORTRESS (1 MEG) 13.49 


ISHAR 2 - LEGIONS OF CHAOS (1 MEG)...11.49 
IT CAME FROM THE DESERT PLUS ANT 

HEADS DATA DISK (1 MEG) ......c.eseseseses 14.99 
JACK NICKLAUS GOLF ........0...s.cscsneesesees 6.49 
JAGUAR XJ220 (1 MEG) ....ccccescccscscensnervees 9.49 
ge PES £ IE ha: 8.49 
4 RAS tat So IS oe 17.99 
JIMMY WHITES SNOOKER (NO12) ......... 13.49 


JINXTER (M/SCROLLS) .....ccccecscceeceeneeeeees 4.49 


JOHN MADDEN’S (U.S) FOOTBALL ......... 11.49 
JURASSIC PARK (1 MEG) .occcccccccccessevens 17.99 
K240 (UTOPIA 2) (1 MEG) .ccccesssessesenneneees 18.49 
KEVIN KEEGAN’S PLAYER MANAGER (1 MEG) 19.99 
BR RR ERR 20.49 
KINGMAKER (1 MEG) .cccccsccsescscscceseseees 23.49 
SM OUBST 1 ok... ean cae 11.49 


TOP SPECIAL 


SENSI SOCCER '92/'93 CANNON FODDER 


13.99 


ELITE 2 
19.99 


CANNON 
FODDER 


20.49 


WINNING Mit iTA 
LLIANCE 


COMBAT CLASSICS 
13.99 


MORTAL KOMBAT 
20.49 


PREMIER MGR 


9.99 


LEMMINGS 2 
13.99 


PINBALL DREAMS 
13.49 


SPEEDBALL 2 
8.99 


* WicraMechines 


Ba 


PREMIER MGR 2 


13.99 


ee ee 


*. 
x Py) 


13.49 


OVERDRIVE 


11.99 


MICRO MACHINES ARCHER MACLEANS — EYE OF THE BEHO 
16.99 


TOP SPECIAL 


12.49 


REACH FT SKIES 
14.99 


JIMMY WHITES 
13.49 


JURASSIC PARK BODY BLOWS ZOOL SPORTS MASTERS D MASTER + CHAOS S OF MONKEY ISL LS LARRY 1 
17.99 12.49 10.99 13.99 13.99 12.99 11.49 
KINGS QUEST 6 (1 MEG) ........ccccc000eee 22.99 SIMON THE SORCERER (1 MEG) ............ 21.49 CONFORMS TO NATIONAL CURRICULUM), _ , ; 
KNIGHTS OF THE SKY (1 MEG) ............... 12.99 SKID MARKS (1 MEG) ©.........ccccccceseseesenes 18.49 NOW FEATURES REAL SPEECH ............ 
KRUSTY’S SUPER FUN HOUSE ............... 10.00. DEDUPUAIIO, vs vvcseiics cctreccticsitcsaens 12.99 (BEG hay aan pusnmnen ae. 
LAMBORGHINI © ..........ccsecssssscesesescnccennes Te oh”, ee Te Ee 7.99 
LAST A 5 CL pee ae 728 ; SOCCEN WOR. 55 siceditetneecsi-. 18.99 CONFORMS TO NATIONAL CURRICULUM). BOLLISTICK «ae 
LEGEND (WORLD OF LEGEND) > ae 9.99 SPACE HULK ; 22.99 NOW FEATURES REAL SPEECH ............. 17.99 a HAND HELD 
PrrTr rr iritiiit.. ° Trrttiiriittiit ttt ttt tt ttt ° MICRO MATHS (11 YRS TO GCSE. JOYSTICK QUICKJOY 
COMPETITION 
LEGENDS OF VALOUR (1 MEG) (NO12) ...23.49 SPECIAL FORCES (1 MEG) ........ccccccc0000e 10.99 AL CURR - Qut 
CONFORMS TO NATIONAL CURRICULUM) ...17.99 pro EXTRA MICRO- 
LEISURE SUIT LARRY 1 (1 MEG) ............ [0s SRS SO ae 8.99 MICRO SCIENCE SWITCHED JOYSTICK 
LEISURE SUIT LARRY 2(1 MEG)-«............ 11.49 SPIRIT OF EXCALIBUR (1 MEG) (NOP) ......9.49 (yp ONFORMS TO JOYSTICK MICRO- 
(8 YRS TO GCSE. C CLEARBASE, AUTOFIRE SWITCHED 
TO Pe a a 13.99 SPORTS MASTERS NATIONAL CURRICULUM) (1 MB)............ 17.99 mMicROSWITC 10.99 
LEMMINGS DATA DISK - OH NO}............... 4.99 (PGA GOLF, INDY 500, ADVANTAGE MICRO SPANISH (1 MB). HED WITH 7.99 
LINKS - (GOLF) (HARD DRIVE TENNIS, EUROPEAN CHAMPIONSHIP’S 1992) BEGINNER TO GCSE. CONFORMS TO AUTOFIRE 
REQUIRED) (1 MEG) .......ccc0.ccccscececesesees 12.99 (1 MEG) (NO12) coccccccccccccecescecscesesesceeeses 13.99 NATIONAL CURRICULUM  .........c..cce0000 17.99 11.49 
LOMBARD RAC RALLY ..........0.ssceseseesesees 0 NSS ie eae 12.49 NODDY’S PLAYTIME 
COT UNOS cites Sakai ectecseiemcsere 19.99 STEVE DAVIS SNOOKER ...........ccccccese. 10.49 (EDUCATIONAL PROGRAM FOR 
LOTUS 3 - THE FINAL STREETFIGHTER 2 ......cccccceereseccssesensnes 11.49 CARL OREN AGED 3) a ws) NR 
CHALLENGE (1 MEG) (NO12) ...........0000. 12.49 STRIKER (1 MEG) .........ccccsceccessssssesceseeeees 8.99 
LOTUS TURBO CHALLENGE 2 (NO12) ......9.49 STUNT CAR RACER (NO12) .......csssessses00e 7.99 (FOLLOW UP TO NODDY'S PLAYTIME) ... anim QUICKJOY 
LURE OF THE TEMPTRESS (1 MEG)......... 12.49 SUPER CARS 2 (NOP) .........cccccccceseesesnsnees 9.49 TOP STAR 
M1 TANK PLATOON (1 MEG) .........sees0s00s 11.49 SUPER FROG (1 MEG) ossssssssssvcssvvseosovseee 0. sadatniion oaAMIGA UTILITY QuicKsHoT = JONSTICK_-— JOYSTICK 
SEAGICS DOV etait occas eB encecodthecoccosedl 17.99 SUPER HANG ON ............cccccceseesesseereseeees 7.99 128F MICRO- 
MAGICIAN’S CASTLE (AGA FOR AMIGA 1200 WORKS IN 256 MAVERICK 1 PADDED GRIP, 
Ty} ee 20.49 SUPER SPACE INVADERS. .......:cccscsseeeseee 98 COLOUR AND MEW 6-BIT HAM MODE NOYSTICK. ADJUSTABLE SWITCHED 
MAN UTD PREMIER SURBURBAN COMMANDO © .........cccsesees 17.99 ’ HANDLE AUTOFIRE 
2 DISK DRIVES RECOMMENDED) ............ 60.49 AUTOFIRE 17.49 
LEAGUE CHAMPIONS (1 MEG) ............... 19.49 SWITCHBLADE 2 (NO12) ........cccccsccseseees 9.49 AMOS (GAMES CREATOR) 30.49 1190 TENSION AND . 
MANCHESTER UNITED  ..... ccc ccccccceceeeceeees 9.49 SWIV (NOP) ececccccccececcscoccscoccccccceneseseeeoesens 8.99 AMOS EASY (1 ——— .- (| 7 . PROGRAN- 
MANCHESTER UNITED EUROPE............... 9.49 SYNDICATE (1 MEG) ........000scsccrcceeseersenes 22.49 sTEeps TO PROGRAMMING) eee | 22.49 MABLE FIRE 
MANIAC MANSION (NO12) ..........ccccceeeeee 10.49 T2 (COIN OP) (1 MEG) ............ccccccceeeceees 20.49 aMOS PROFESSIONAL BUTTONS 
MICRO MACHINES. .............sccssessesseeseseees 16.99 THE BLUE & THE GREY (1 MEG) ............. 18.99 (1 MB, PROFESSIONAL VERSION OF 22.99 
MICROPROSE 3D GOLF (1 MEG) ............ 22.99 THE LOST TREASURES OF INFOCOM 1 WORLDS BEST SELLING GAMES 
TT | ae et 10.49 (20 CLASSIC INFOCOM TEXT ADVS) ...... 18.99 CREATOR) MORE COMMANDS, MORE 
MORTAL KOMBAT (1 MEG).........ccc0000000e. 20.49 THEATRE OF DEATH..........ccsccsceseseesnenes 20.49 FLEXIBILITY AND BETTER USER SCORPION 
NEW ZEALAND STORY (NO12).......0c00000000 750 WG TE i i teetaricieniinel 9.49 Hh sandiaeoes 32.49 JUNIOR 
NICK FALDO’S GOLF o....ccceccosessesesnvseee 16.49 TORNADO (1 MEG)........c.csccecessecesesseneenes 24.99 JOYSTICK 
NIGEL MANSELL'S WORLD TROJAN - ALIEX (LIGHT PHAZER GAME)...7.49 (COMPILES AND SPEEDS UP QUICKSHOT 7.99 
CHAMP’SHIP (1 MEG) 9.99 TROJAN -FIRESTAR (LIGHT PHAZER GAME) 7.49 PROGRAMS WRITTEN IN AMOS, 137F PYTHON 
NIPPON SAFES (1 MEG) 20.49 TURRICAN2 7.99 EASY AMOS OR AMOS PROFESSIONAL) 24.49 JOYSTICK 
( Ot \cctacsaliiecadit tetrad FUR VOPUUAIIETE 65... cetcdecocstnsdsiecessesacesttabate 99 DELUXE PAINT 3(WITH ANIMATION)... as -AuTOREn KONIX 
eo. 6,6 ear ee 18.99 TURRICAN 3 (1 MEG)..............ccccccceecceeees 17.99 SPEEDKING 
DELUXE PAINT 4 (1 MB) 9.99 
ONE STEP BEYOND (i MEG) eeeteneerseeesece 14.99 ULTIMAS5 (NO12) COeeeeweresseceecenereneerseareeeeee 9.99 (HAM MODE & ANIMATION) el 55.49 ANALOGUE 
OPERATION STEALTH (NO12) .......0ccc00es 11.49 URIDIUM 2 (1 MEG) on... .cccccceceeeerereeeenees 17.99 HOME ACCOUNTS ccccccccccccoccococccccceeccesces 7.99 JOYSTICK 
OPERATION WOLF (NO12) ....ccccccccccceseeee 7.99 UTOPIA + DATA DISK 2.0... ccc cccccceccceeeeeees 11.99 KIND WORDS 3 WORD PROCESSOR ENABLES 
OVERDRIVE (1 MEG) .........cccccceeeeeerernenees 11.99 VIKINGS - FIELD OF CONQUEST (1 MEG) 11.49 (SUPERB FULLY FEATURED PACKAGE PROPOR 
PANZA KICK BOXING (NO12) ........ oscavcllll SE IONN (HOOT ED © dicbenkse -00...-dgndgbehcnsebenbasel 13.49 FOR LOW PRICE. 2 DISK DRIVES TIONAL SCORPION 
PARA. ST ANU cechstcssacn0s>secdssnssinosceceoins AS a Se, & ae 18.49 RECOMMENDED) ..........cccccesececceceeeseees 20.99 CONTROL ON PLUS 
PATRICIAN (1 MEG) .........csesessesesnesssesees 20.49 WAR IN THE GULF... cccccsesesseseeennees 19.99 MINI OFFICE SUITABLE JOYSTICK 
PERIHELION (1 MEG) .cccccececesceseenseeeenes ey Fee ae: 8.99 (1 MB, WORD PROCESSOR, SPREADSHEET, SOFTWARE, 
: AUTOFIRE ARCADE 
PGA TOUR GOLF ...ccscsssssssssecssssssecseceees 10.99 WHEN TWO WORLDS WAR (1 MEG).........21.49 DATABASE AND DISK UTILITIES)............. 35.49 FREEWHEEL STYLE WITH 
PGA TOUR GOLF COURSE DISK ............ 11.99 WING COMMANDER 1 (1 MEG).................. 9.99 MONEY MATTERS (HOME ACCOUNTS 3) 37.99 STEERING : TURBO FIRE. 
2 PC TASK (1 MB). VALUE SIMPLE PC WHEEL 
PINBALL DOUBLE PACK WINTER OLYMPICS ©.........cccccceseseseseeneees 21.49 99 
‘nee EMULATOR ALLOWING IBM PC (DIGITAL) 
(PINBALL DREAMS & FANTASIES) (1 MEG) ...21. Po are eee 20.49 SO DLICATIONS TO BE USED ON YOUR on.90 
PINBALL DREAMS (1 MEG)...............-.-.-. 8 Eh teen ee ara 10.99 AwiGa PLEASE NOTE THAT THIS IS NOT . 
PINBALL FANTASIES  .............c-cereseesees ae WONG io Sd da bb teiedesrdsncrces 16.99 surrABLE FOR WINDOWS OR HIGH END 
PIRATES (NOP) PTrirrTrir TT IIL ttt 10.49 WWF WRESTLING (NO12) PTertiititt titi 8.99 APPLICATIONS. REQUIRES MS pos 3.3 OR 
os og)! Ee aa 7.99 WWF WRESTLING 2(1 MEG)..................... 8.99 ABOVE. SUPPORTS HARD DISK DRIVE. 35.99 
POOLS OF DARKNESS. ................2000-++.-- 9.99 XENON 2 MEGABLAST .............cccccccccceeees 8.49 PEN PAL WORD PROCESSOR  oooeeccccccces 37.99 
POPULOUS & PROMISED LANDS (NO12) 10.49 XMAS LEMMINGS ..... POWERWORKS LOGIC 3 SLIKSTIK 
POPULOUS 2 (1 MEG) + ZOOL (1 MEG)........ (MAXIPLAN PLUS SPREADSHEET, PINTO MINI JOYSTICK 
CHALLENGE DATA DISK ....cccccccccccccccccees 0 Be ZOOK BT BP 00ccccctboccecccduteeiaeaionseccecs ’ = ees Saab won ye bts 5.99 
POPULOUS 2 CHALLENGE \ LE DATABASE) (NOP) ..............00. 18.99 
DATA DISK (1 MEG) sccsessccessonecvceesne i249 . AMIGA EDUCATIONAL  pusuisier SUPER PRO SWITCHED 
POWERMONGER + WW1 DATA DISK (NO12) 12.49 10 OUT OF 10 - DINOSAURS (PAGE LAYOUT PACKAGE). ZIP STICK 10.99 
PREHISTORIK 2¢ 17.49 (1 MB, ALL AGES, DISCOVER ALL ABOUT CAN PRODUCE BLACK AND WHITE MICRO - 
PREMIER MAN AGER (1 MEG) ee ee ee 9.99 DINOSAURS THE FUN WAY) ...............00. 17.99 NEWSLETTERS, FLYERS, ANNUAL SWITCHED 
ne “gq «10 OUT OF 10 - EARLY ESSENTIALS REPORTS AND MAGAZINES. AUTOFIRE 
PREMIER MANAGER 2 (1 MEG) see eeeeeeeeeees 13.99 (1 MB, AGES 3-7, CREATES AN IDEAL REQUIRES ONE EXTERNAL DISK DRIVE 11.99 SWIFT T 
PREMIERE (1 MEG) ............ esendesied 11.99 FOUNDATION FOR CHILDREN OR HARD DRIVE (1 MB) (NO12) .........0000« 20.99 poh a 
EE WNC W UE atipacuccbsaciaastsersenateatitaeconets 1750: TQ DUB GD Sid Bib ccdididnnnidwiee 17.99 WORDWORTH V.2 WORD PROCESSOR TURBO FIRE 
PRINCE OF PERSIA (1 MEG)................000 7.99 10 OUT OF 10 - ENGLISH 1 MB, AGA COMPATIBLE, 2 DISK DRIVES AUTOFIRE 
PII VENInIN TOSUINY Oh. <<..0cs ccandsscassceasauedece 12.49 (1 MB, aor bey Poumon MAJOR AREAS - ECOMMENDED)  .........cececececsscececesencose 71.99 Loaic 3 — 
PROJECT X (SPECIAL EDITION) (1 MEG) 10.49 OF THE NATIONAL CURRICULUM) ......... 17, ' 
PUGGSY (1 MEG) «..cccscssssccscscececossessssees 20.49 10 OUT OF 10 - FRENCH AMIGA CD32 GAM ES | JOYSTICK 
PUSH-OVER (1 MEG) ....cccccccccceesscecsccceenes 9.49 (1 MB, AGES 8-16, COVERS MAJOR AREAS LPO CIUIUIN «00. csaccsuectenctdapschdcine ce = MICRO- 
oy See 15.49 OF NATIONAL CURRICULUM ALIEN BREED S/E + QWAK.............c00000 17.99 CHEETAH SWITCHED 
QUEST & GLORY ATTAINMENT TARGETS 3&4) ........c000000005 17.99 ARABIAN NIGHTS (AGA) ..............ccc0ee000 12.99 BUG 10.99 
(BLOODWYCH, MIDWINTER, 10 OUT OF 10 - JUNIOR ESSENTIALS BURNING RUBBER. .........ccsesesseseseereneees 21.99 JOYSTICK 
CADAVER, BAT) (NO12) 13.49 (1.MB, AGES 5-11, BUILDING CAPTIVE 2 ~ LIBERATION ® .0.......ccccceeccees 22.99 MICRO- ALFA 
QUESTRON 2 (SSI) (NO12).................... 5.49 FOUNDATIONS FOR MANY AREAS OF PASTE O  <<ce<.coceqcndsbbodindbisadbtethactse 00 . MEGAMOUSE 2 
oan (SSI) ( ) ssrccsnonennansnsscesses 3.99 THE NATIONAL CURRICULUM) ..........0000 17.99 CHAOS ENGINE « ger 
K PTITTT TTI LLL ttt . 10 OUT OF 10 a. MATHS ALGEBRA D/GENERATION ra q QUALITY 
lle Ui | a ee ee ee eee 7.99 (1 MB, AGES 6-16, COVERS MAJOR — , 11.98 
RAILROAD TYCOON (1 MEG) (NOP).........13.49 AREAS OF NATIONAL CURRICULUM)......17.99  DONK sccscsssevssssssseseessssesssssnsnssnneensnseeesen . 
RAINBOW COLLECTION 10 OUT OF 10 - MATHS NUMBERS 1 Reece Beret mer ari MINI 
(BUBBLE BOBBLE, RAINBOW ISLANDS, (1 MB, AGES 6-16, COVERS MAJOR TS SONS "= RRS Sh : COMPETITION 
NEW ZEALAND STORY) (NOP)...........00000 9.99 AREAS OF NATIONAL CURRICULUM)......17.99 JOHN BARNES ................................... PRO 5000 
IEE TDOD watsincrcvpthdaneaineltecstece 18.99 ADI ENGLISH (11-12 YRS) .....ccccccccceseees 16.99 JURASSIC PARK JOYSTICK 
REACH FOR THE SKIES oo...ccccccccccseeees 14.99 ADI FRENCH (12-13 YRS).........0...:csceeseees TORE FEED (AGED cid ceccecceccccecescodesdinscrssnesie . MICRO- 
RISE OF THE ROBOTS (1 MEG) ............ 25.99 ADI FRENCH (13-14 YRS)...........c.scceeeeees 16.99 LABYRINTH OF TIME © ..........cccccssseeenenes SWITCHED LOGIC 3 
OTS Ri RR ee 17.99 ADI FRENCH (14-15 YRS)..........-.0sssesee: 17.49 LIONHEART © ....s..cssssessecsseesesseeseenneeseens , 11.99 SPEEDMOUSE 
ROBIN HOOD LEGEND QUEST.................. 7.99 ADI JUNIOR COUNTING (6-7 YRS).........0. Ol a Re ee a . 12.99 
ROBINSONS REQUIEM .................... 18.99 ADI JUNIOR READING (4-5 YRS) ............ 14.49 LORD OF THE RINGS 2...............0ccneeeeees . ' 
eee oc) ae 7.99 AD! JUNIOR READING (6-7 YRS) ............ 14.49 LOTUS TRILOGY (LOTUS 1, 2, 3) ............ 21.49 QUICKJOY or 
ROBOCOP 3(NO12) 10.99 AO! MATHS (11-12 VRS) .........ssssessssen 99.90 MICROGOGN .....:ccorsrrsncssensersssecesrossesees 32.99 JET FIGHTER a 
ae ae eee "gq ADI MATHS (12-13 VRS) .........ressssssesnsnes 16.99 NIGEL MANSELL'S WORLD CHAMP’SHIP+ ...18.99 JOYSTICK 
RORKE'S DRIFT ........serscversrereeseerensneneres 7.99 ADI MATHS eb). | eee oe tare 16.99 NO SECOND PRIZE ¢ ...... oo... ccccccceececeecees 13.99 MICRO- CD32 11 
RULES OF ENGAGEMENT 2 ............+0+++. 21.49 FUN SCHOOL 2 (2-6) ...sescsessssesnerseennersnees B49 OVERKILL & LUNER-C .........ccscsecseesnessees 20.49 SWITCHED BUTTON 
RYDER CUP .......ssserssenssrnsernecnsecnssenssesses 18.49 FUN SCHOOL 2 (6-8) .....scssessesneesneennennes 8.49 PINBALL FANTASIES | .......cssscssesssessvesees 20.99 AUTOFIRE POWERPLAY  Jovoan 
SABRE TEAM .........ssssvevessseuesenenenenenenes 11.99 FUN SCHOOL 3 (2-5 YRS) ...ccseceseereeseees 14.49 PIRATES GOLD ©..........ccescsoceseseeeeeeseseees 19.99 11.99 CRUISER 16.99 
SCRABBLE (US GOLD)............ccccccceeseeees 19.49 FUN SCHOOL 3 (5-7 YRS)  .........ccccccceeees 14.49 PROJECT X S/E + F17 CHALLENGE ......... 17.99 TURBO 7 
SECOND SAMURAI (1 MEG)  ........cc0s00000 20.49 FUN SCHOOL 3 (7+ YRS) .....ccccceseseenseeeees hv” °. 0 “peut }$etpermeereteeerey 20.99 JOYSTICK = wouse MAT 
SECRET OF MONKEY ISLAND (1 MEG) ...12.99 FUN SCHOOL 4 (2-5 YRS) .........sssesesenens ape aah); _, | __  Reee 21.99 MICRO- 4.99 
SECRET OF MONKEY ISLAND 2(1 MEG) 24.49 FUN SCHOOL 4 (5-7 YRS)  .......0ccesresereee 16.49 SEEK & DESTROY (1 MEG)* .......cccccuees 18.49 SWITCHED 
SENSIBLE SOCCER (‘92/93 SEASON) ...... 13.99 FUN SCHOOL 4 (7+ YRS) .........:ccccereneerees 16.49 SENSIBLE SOCCER : AUTOFIRE QUICKJOY 
TT Yao s.r 23.49 FUN SCHOOL SPECIAL - SLEEPWALKER ........ 11.49 FOOT PEDAL 
SHADOW OF THE BEAST 2 (WITH T-SHIRT)......9.49 MERLIN'S MATHS (7-11 YRS) .................. , FRR RE me 18.99 


SHADOWLANDS. .....ccccccsesvsersseeseseseseennens 9.49 
SHADOWORLDS (NO12) .........c0ccccceseeeeeees 8.99 
SILENT SERVICE 2 (1 MEG).......cccccccceceees 14.49 
SIM CITY DELUXE 

(SIM CITY, FUTURE CITIES & 

TERRAIN EDITOR) . ae TY 
SIM CITY/LEMMINGS (NO12)* ooocccccccoen 19.49 


FUN SCHOOL SPECIAL - PAINT 'N CREATE. 


EDUCATIONAL ART (5+ YRS)..............06 16. 
FUN SCHOOL SPECIAL - 
SPELLING FAIR (7-13 YRS) ......c0cceceeeeee+ 16.99 


MEGA MATHS (A’ LEVEL COURSE) 
MICRO ENGLISH (8 YRS TO GCSE. CONFORMS 
TO NATIONAL CURRICULUM)  ............... 17.99 
MICRO FRENCH (BEGINNER TO GCSE. 


ULTIMATE BODY BLOWS 
(BODY BLOWS & BODY BLOWS GALACTIC) « ny 99 


LY fa errr 7.99 
a a a 19.99 
eS ee 19.99 


SAITEK 
MEGAGRIP 2 
JOYSTICK 
AUTOFIRE 
11.49 


—— 


COMMODORE AMIGA A1200 


ee 


COMPUTER WITH MOUSE, BUILT-IN TV 
MODULATOR, 2MB RAM EXPANDABLE TO 10MB, 
WORKBENCH 3.0, 32 BIT MOTOROLA 68020 
PROCESSOR RUNNING AT 14MHz. NEW AGA 
GRAPHICS CHIPSET, 

1 YEAR IN-HOME SERVICE WARRANTY 
@eeeeoceaeeceoeeeeeeeee eee eee eee e ees 

A1200 DESKTOP DYNAMITE PACK 
WITH WORDWORTH 2.0 AGA WORD PROCESSOR, 
DELUXE PAINT IV, PRINT MANAGER, 

OSCAR & DENNIS. 
@eeesceaoeaeaceaea eee eeeeeeeeeeeeeeeeee 
A1200 2/0 RACE 'N' CHASE PACK 

WITH NIGEL MANSELL & TROLLS. ....................00 8 287.99 
e@eeeeoeeoeeeaeeeeeeeeeeeeeeeeeeee8e@ 
A1200 2/0 LEMMINGS PACK 

WITH LEMMINGS & DELUXE PAINT 3. ............. <r 299.99 


A1200 2/0 LEMMINGS PACK AS ABOVE 
WITH INTERNAL 2.5" HARD DRIVES 
PLUS NIGEL MANSELL & TROLLS GAMES: 


COMPUTER + 64MB INTERNAL 2.5" DRIVE ......... 445.99 
COMPUTER + 85MB INTERNAL 2.5" DRIVE ......... 475.99 
COMPUTER + 127MB INTERNAL 2.5" DRIVE ......... 515.99 
COMPUTER + 209MB INTERNAL 2.5" DRIVE ......... 579.99 


OVERDRIVE HIGH SPEED HARD 
DRIVES FOR AMIGA A1200 


EXTERNAL DRIVE STYLED TO MATCH AMIGA. 
PLUGS INTO PCMCIA SLOT. EXTERNAL PSU. 
WESTERN DIGITAL DRIVE UNIT, 12MS ACCESS 
TIME. AQ TOOLS AND 

1 YEAR WARRANTY. 


OVERDRIVE 130MB HIGH SPEED 
~- tobe DRIVE FOR A1200 

MECHANISMS MAY VARY CIRCA 15MS)......... 255.99 
OVERDRIVE 210MB HIGH SPEED HARD DRIVE FOR A1200 279.99 
OVERDRIVE 250MB HIGH SPEED HARD DRIVE FOR A1200 299.99 
OVERDRIVE 340MB HIGH SPEED HARD DRIVE FOR A1200 379.99 


CONNER HARD DRIVES FOR AMIGA 


CONNER 64MB HARD DRIVES (INTERNAL IDE, MODEL CP2064). HIGH SPEED 
2.5" DRIVE, 15MS ACCESS TIME (APPROX). 32K CACHE AND 1 YEAR 
WARRANTY. KIT COMPLETE. PLEASE NOTE THAT OPENING YOUR AMIGA MAY 
INVALIDATE YOUR WARRANTY. 

CONNER 64MB HARD DRIVE FOR A1200 GG9606_ ...129.99 
CONNER 64MB HARD DRIVE FOR A600 ...GG9610__...129.99 


"The fastest drive ever 
reviewed by CU Amiga” 


MEMORY UPGRADES 
512K AMIGA RAM WITH C 
FOR A500 AND A500+ . a ews "i 
AS ABOVE WITHOUT CLOCK............------ssccorerereeres . 
1 MEGABYTE A500 PLUS RAM 
UPGRADE WITH CLOCK 
1 MEGABYTE A600 RAM UPGRADE WITH CLOCK ...39. 
4 MEGABYTE PCMCIA UPGRADE FOR A600 OR A1200. 
PLUGS DIRECTLY INTO SMART CARD SLOT. THESE 
ARE NOT BATTERY BACKED AND CAN'T BE 
USED AS A DISK, ONLY AS RAM. 200... cccccceees 169.99 CONNECTS AMIGA, 


WORK CENTRES 


PREMIER CONTROL CENTRE 


SHELF FOR EXTERNAL DISK 
DRIVE AND ACCESSORIES. 


ANTI-SURGE 4 WAY MULTIPLUG EXTENSION LEAD FOR 

ANY ELECTRICAL DEVICE (EG. COMPUTE 

PROTECTS YOUR VALUABLE EQUIPMENT AGAINST 

DAMAGING ELECTRICAL SURGES... 

RGB EXTENDER CABLE FOR AMIGA 500 OR PLUS. 

ALLOWS TV MODULATOR TO BE EXTENDED FROM 

BACK OF MACHINE OR EXTENSION TO RGB MONITOR 

OR EXTERNAL DISK DRIVE. ..... 

SWITCHER LEAD (STRAIGHT THROUGH CABLE). 
OR PC TO SWITCHER BOX. 1.8 METRES 

PARALLEL (MALE TO MALE 25 WAY D CONNECTORS) 999 

HI-FI AUDIO LEAD - AMIGA/ST TO STEREO (1.5 METRES. 

2 X PHONO PLUGS TO 2 X PHONO PLUGS) 

MONITOR LEAD - AMIGA TO PHILIPS 

CM8833 MK2 OR CBM 1084S MONITOR... cccccsese. 7.99 

SCART LEAD - AMIGA TO PHILIPS TV WITH SCART INPUT ...9. 


COMMODORE AMIGA A600 


COMPUTER WITH MOUSE, 
BUILT-IN TV MODULATOR, 
WORKBENCH 2.0, 

1 MB RAM EXPANDABLE TO 
10MB. 1 YEAR IN-HOME 
SERVICE WARRANTY. 


AMIGA A600 1/0 LEMMINGS PACK 
WITH LEMMINGS, DELUXE PAINT 3, FORMULA ONE 
GRAND PRIX, PUSHOVER AND PUTTY. ................ 199.99 


COSC SESE EHESEEESEEEEOEEHEEEEEEE 
CHOOSE AN EXCELLENT VALUE SOFTWARE PACK 
WHEN YOU BUY YOUR AMIGA A1200 OR A600 
(OR IF YOU'VE JUST RECENTLY BOUGHT ONE) 

CHAOS PACK AGA FOR A1200 


CONTAINS CHAOS ENGINE, NICK FALDO GOLF, 
PINBALL FANTASY AND SYNDICATE .......cccccecceeeneeeeeees 19.99 


DESKTOP DYNAMITE SOFTWARE PACK FOR A1200 
CONTAINS WORDWORTH 2.0 AGA WORD PROCESSOR, DELUXE 
PAINT IV, PRINT MANAGER, OSCAR & DENNIS GAMES.......39.99 


CHAOS PACK AGA FOR A600 

CONTAINS CHAOS ENGINE, NICK FALDO GOLF, 

PINBALL FANTASY AND SYNDICATE ...........0000 seivusocesen 19.99 
@eeseeeseeoeeceeeeeeeeeseeeeeeeee e220 


COMMODORE AMIGA (D32 
DANGEROUS STREETS PACK 


INCLUDES WING COMMANDER, 
OSCAR, DIGGERS AND DANGEROUS 
STREETS GAMES. CD BASED 


256,000 COLOURS FROM 16.7 
MILLION PALETTE, 2 MEG RAM, FAST 
14MhZ 68020 CHIP. PLAYS AUDIO 


CD’S VIA ON SCREEN DISPLAY, 
CD+G & VIDEO CD'S WITH ADAPTOR 
Beene Aer ics c ccccedunenues weee279.99 
VIDEO CD'S HUNT FOR RED OCTOBER (RATED 15) ...15.99 
. NAKED GUN 2 1/2 (RATED 15)= ...... 15.99 
ANDREW LLOYD WEBBER ovn-15-98 RAIDERS OF THE LOST ARK (RATED FG) *15.99 
BON JOVI - K EP THE FAITH «......... 15. 99 STAR TREK IV (RATED PG) ......... 15.99 


BRYAN ADAMS Be ak. <M | sasisrscerecnasicrdbcchonecsee 5.99 
CARTOON CARNIVAL (RATED U) «17. rH THE UNT' pope (RATED PG) « 15.99 


TOP GUN (RATED PG) * oo. eessssses 15.99 
GHOST he ve ett WAYNE'S WORLD (RATED 15)* 17.99 


SCART TELEVISION /MONITORS 
SONY KVM1400 14” FST COLOUR 


TV/ MONITOR+ REMOTE CONTROL. 
60 CHANNEL TUNING, REAR SCART INPUT, HEADPHONE 
SOCKET, TWO POSITION TILT, BLACK TRINITRON 
SCREEN, LOOP AERIAL. 

SCART LEAD (STATE AMIGA, ST, MEGADRIVE OR SNES). 


SONY TV (GREY) vceciceccecescececcecseeees 194.99 
SONY TV (WHITE) ...cccccccccseseescsssenees 194.99 
SONY TV + FASTEXT occccecccceceseeees 249.99 


COMMODORE 1084S COLOUR 


MONITOR FOR ANY AMIGA 
STEREO SOUND, OFFICIAL UK VERSION 
INCLUDES AMIGA MONITOR LEAD AND 

1 YEAR WARRANTY. 195.99 


PRINTERS 


©) | | 9 PIN, 80 COLUMN, 240CPS/54NLQ, 6NLQ FONTS, 2 


YEAR WARRANTY, FREE PRINTER LEAD. A 9Q PIN 
PRINTER WITH COLOUR FACILITY AND FULL PAPER 
HANDLING FUNCTIONS, ccccccscccscsscccesesene 59,09 


CITIZEN SWIFT 200C PRINTER + COLOUR KIT 
24 PIN, 80 COLUMN, 216CPS/72LQ 6 LQ/1 DRAFT 
FONT, AUTO SET FACILITY, INPUT DATA BUFFER, 
AUTO PAPER LOADING, ENVELOPE PRINTING, 2 
YEAR WARRANTYFREE PRINTER LEAD. .,....189.99 


EPSON LQ100 PRINTER 
24 PIN, 80 COLUMN, 250 CPS/72 LQ, 8 FONTS (2 
SCALEABLE), QUIET 50DB NOISE LEVEL, EASY TO 


12.99 


CONSOLE WITH A1200 32-BIT POWER. 


CITIZEN SWIFT 90C COLOUR PRINTER 


CUSTOM FIT DESIGN 
(DISK DRIVE, MONITOR & 
COMPUTER NOT INCLUDED) 
PREMIER CONTROL CENTRE FOR AMIGA 1200. __....39.99 
PREMIER oo Nyse CENTRE FOR 
AMIGA A500 OR 


EXTERNAL 3.5” DISK DRIVE FOR ANY AMIGA 
N ORIVE MECHANISM. 880K 


WITH SONY/CITIZE 

FORMATTED CAPACITY, QUIET, HIGH QUALITY, SLIM 
LINE DESIGN, COLOUR MATCHED METAL CASE AND 
LONG REACH CONNECTION CABLE. ...........00.ccceees 52.99 


MUSIC & SOUND EQUIPMENT | 
SCREENBEAT 2 STEREO SPEAK 
SCREENBEAT MAINS ADAPTOR 
FOR SCREENBEAT SPEAKERS 200.0..0..-..ccsssssssseeen 7.99 
TECHNOSOUND TURBO 2 SOUND SAMPLER 
FOR AMIGA. SOFTWARE INCLUDES REAL TIME 
SPECIAL EFFECTS AND WORKS WITH ANY AMIGA. 
1 MB RAM REQUIRED. o0..c.0.c...s-cccscssssvseessconnsssseeee 26.99 
ZYDEC STEREO SPEAKERS FOR AMIGA WITH 
BUILT-IN AMPLIFIER AND VOLUME CONTROLS ......27.99 


CD32 ACCESSORIES 


QUALITY FULL MOTION VIDEO CAPABILITY FOR 
MOVIES, MUSIC VIDEOS AND GAMES THAT FEATURE 
FULL MOTION VIDEO GAMEPLAY, SIMPLY SLOTS 

INTO BACK OF CD-32. ..... «eee 1 99.99 
TV LEAD - AMIGA CD-32 TO SVHS TV OR VIDEO ...... 7.99 
MONITOR LEAD - an C032 T 

PHILIPS CM8833 MK2 OR CBM 084s MONITOR ...... 7.99 
SCART LEAD - AMIGA CD32 TO TV WITH SCART INPUT. 
REQUIRES TV WITH MANUAL SWITCHING SCART 
ae ee ee 9.99 


We only supply official UK products. Official suppliers of all leadi 
NES, Lynx, Amiga, Atari ST 


SCART LEAD - AMIGA TO TV WITH SCART INPUT.................9.99 
FOR A FULL RANGE OF LEADS 


PLEASE CALL 0279 600204 
HAND SCANNER 


ZYDEC HANDY SCANNER FOR ANY AMIGA. 

100-400 DP! HIGH QUALITY RESOLUTION, 64 
SIMULATED GREYSCALES, INCLUDES HIGHLY 
ACCLAIMED DAATASCAN PROFESSIONAL 

DOP T WARE PAGKABE . ccnncccscecnsecsccesceseesssccsesesccoses 99.99 


CITIZEN PRINTER DRIVER KIT FOR AMIGA. SUITS ALL 

WORKBENCH VERSIONS FROM 1.3 TO 3.0 ENHANCES 

PRINT QUALITY FROM CITIZEN SWIFT PRINTERS. 

GIVES OUTSTANDING RESULTS 

DUST COVER FOR a pate og eens 

DUST COVER FOR A ne 

DUST COVER FOR AMIGA ASOO(CLEAR PVG)  eccvvess 

DUST COVER FOR Seearos, (CLEAR PVC) 

ZYDEC AMIGA POWER SUPPLY 

tee COOL RUNNING TRANSFORMER) ......... 32. 
OBOSHIFT INTERFACE ORT AMIGA (PLUGS MOUSE 

12 


’ neem 
4) $233 


JOYSTICK INTO ONE 


DISK BOXES - 
DISK BOX 3.5” (120) LOCKABLE, DI 9. 
DISK BOX 3.5" PLASTIC FLIP TOP (10 CAPACITY) 2 
MEDIA LIFE FILE DRAWER (100 CAPACITY). 
STACKABLE DESIGN ............ 


BLANK DISKS 
PACK OF 10 SONY DOUBLE DENSITY 3.5” DISKS + CASE. 
WITH LABELS & FREE PLASTIC FLIP TOP DISK BOX ............6.99 
PACK OF 10 TOK MF-200 3.5” DISKS (DSDD BRANDED) ......7. 


rails all at amazi 


nds Bh few ont quenee and periphe prices for Megadrive, Master S 
Tbe cD and Apple Mac. PRICES CORRECT AT TIME OF GOING TO PRESS. 7.2.94 


USE CONTROL PANEL, FREE PRINTER LEAD. 1 
YEAR WARRANTY. EXCEPTIONAL QUALITY LOW 
COST 24 PIN PRINTER eS oe | or 


PANASONIC KXP2123 COLOUR PRINTER 
24 PIN, 80 COLUMN, 192 CPS/64LQ, 7 FONTS (1 
SCALEABLE), EXTREMELY QUIET 43.5 DBA NOISE 
LEVEL, FREE PRINTER LEAD, 1 YEAR WARRANTY. 
ONE OF THE QUIETEST DOT MATRIX PRINTERS ON 
THE SPATE do sec anzisess vases caasnadsiauite escrsell tS 


DSDD 3.5" DISKS 
WITH LABELS 


m, Game Gear, Super NES, Gameboy, 


Snecial Resewe members can have all this.. can YOU? 
READ NRG Regular Club Magazine 
" CHOOSE from our Huge Selection 
BUY at Best Possible Prices 


* SAVE with our Special Deals 
-#% SAVE more with our XS Coupons 


WIN up to £10,000 worth of prizes FREE 
JOIN now from just £4.00 


We only supply members but you can order as you join 


There's no obligation to buy and you can be any age. 
Just send in the form below or phone Sales on 0279 600204. 


As a member of Special Reserve you'll receive regular issues of 
NRG magazine. NRG is our 48 page colour club magazine sent bi- 
monthly only to Special Reserve members. NRG contains: 


1. The best selection of games, peripherals and hardware for all 
popular formats. We are official Sega, Nintendo and Sony stockists 
Reviews in colour and latest information on new products 
Charts and Release Schedule, to help you choose and plan 
The best prices. Just one purchase will save you your joining fee 
Hundreds of Special Offers. Top games at prices you won't believe 
XS Super Savers. Money-off coupons worth over £180 a year 
BIG £10,000 TARGET PRIZE COMPETITIONS. In every issue 
of NRG, exclusive to members, free to enter! 


That's why over 200,000 people have joined Special 
Reserve, the biggest games club in the World! 


0279 600204 


OPEN 10am til 8pm Seven Days a Week! 
Order/Confirmation/Receipt sent for every order 
You can also Fax your order to us on: 0279 726842 
We pride ourselves on our after-sales service. (18 customer service lines) 
nevitably some games listed may not yet be available. Please phone sales on 0279 600204 to 
check availability before ordering. In the event of delay we issue refunds on request at any time 
prior to despatch. We reserve the right to change prices without prior notification. E .& O.E 


SAWBRIDGEWORTH SHOP CHELMSFORD SHOP 
2 South Block, The Maltings 13 Broomfield Road, 
Sawbridgeworth, Herts Chelmsford, Essex 


CLUB SHOPS OPEN 10am til 89m SEVEN DAYS A WEEK 
Registered Office: inter-Mediates Ltd, 2 South Block, The Maltings, Sawbridgeworth, Herts. CM21 9PG 
All prices include VAT and carriage to UK mainiand. See base of order form for 
overseas surcharges. We supply hardware only to UK mainiand addresses 
MEMBERSHIP FEES 6 MONTHS ONE YEAR TWO YEARS 
TRIAL ANNUAL WITH FREE 
MEMBERSHIP MEMBERSHIP HARD BINDER 


UK MEMBERS 4.00 7.00 14,00 


OVERSEAS EC MEMBERS 6.00 
OVERSEAS WORLD MEMBERS 7.00 


WE ONLY SUPPLY MEMBERS BUT YOU CAN ORDER AS YOU JOIN 
THERE ARE NO SURCHARGES ON TELEPHONED ORDERS (UK) 
| (PLEASE PRINT IN BLOCK CAPITALS) VINE 


! 

;Name__ 

! 

| Address_ ast 


Postcode 


hone ___ f Machine__ 


Pp 
Enter membership number (if applicable) or 


tn 


l 
; tem =) aos wr i , ee ats 


! 

1 ALL PRICES INCLUDE UK POSTAGE & VAT |£ 
! 
! 


Cheque/P.O./Access/Mastercard/Switch/Visa (Switch Issue No 


1 Card 
roe date__ __ Signature Le | EES s 


iCheques payable to: SPECIAL RESERVE 
P.O. BOX 847, HARLOW, CM21 9PH 


! Overseas Orders Surcharge (EC or World): Software orders 
| please add £2.00 per item. Non-software items please add 
! 25%. Hardware items supplied to UK mainland only. 

| Overseas orders must be paid by credit card. 
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fter a relatively quiet winter, those Wakefield wonders Team 17 

are back with a bang, launching a new version of Body Blows, two 

compact disk compilations and an eight-disk collection for those of 
us who have yet to move up to the 32-bit CD player. 

Going by the rather grand name of Ultimate Body Blows, the CD32 ver- 
sion of the Team's hit beat-‘em-up features new backgrounds, improved 
gameplay, digitised speech and an all-new 16-track digital soundtrack which 
takes full advantage of the CD player’s sonic capabilities. 

In all, ‘Ultimate’ sports a total of 23 characters and 12 AGA backdrops 
(nine of which are exclusive to this version). In addition to this, the game- 
play has also been tweaked by the new ‘tag team’ mode, which allows play- 
ers to select their own combinations of characters for team battles (and up 
to eight players can take part through the tournament mode). 

Priced at £29.99, Ultimate Body Blows is available this month — as are 
two CD32 double packs: Project-X/F17 Challenge and Alien Breed Special 
Edition/Qwak. Both compilations are priced at £24.99 and feature roughly 
the same gameplay as the original disk-based versions (although they have 
been adapted, where possible, to take advantage of the CD32’s gamepad 
button set-up). | 

Finally, for those of us who have yet 
to discard the joys of disk swapping 
for the relative ease of CD, comes The 
Team 17 Collection: Volume One. 
Comprising the original Body Blows, 
Superfrog and Overdrive, the compi- 
lation is available now, priced at 
£29.99. 
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BULLFEFROG 
LEAPS FOR E.A. 


T= long-standing relationship between Bullfrog and Elec- 
t 


ronic Arts — which is among the longest-running develop- 

er/publisher deals in the computer games business — has 

been extended with both parties signing a new long-term agree- 
ment. 

Bullfrog began working with Electronic Arts way back in 1987 
with the release of its first ever Amiga game, the shoot-’em-up 
Fusion. Since then the partnership has gone on to produce such 
notables as Populous, Flood, Powermonger and Syndicate. This 
run of critical successes is expected to continue with the release 
of the next Bullfrog game, Theme Park, which is due to appear 
later this year. 


un, skimpy swimsuits and a super speedboat — does this sound like 

the perfect formula for a hit TV show? You bet it does, and that’s 

exactly what Mindscape is hoping Thunder In Paradise will turn out 
to be, as the US publisher has signed up the rights to produce games based 
on the latest offering from the people who brought us Baywatch. 

The show, which begins a 22 week run on prime-time US television this 
month, has been described as a cross between Baywatch and The A-Team 
and stars WWF refugee Hulk Hogan. 

No dates have been set as yet for either the first UK screening or the 
Amiga game. 


ommodore’s attempts to push 
Cc: CD32 as more than just a 

games machine have received 
a_ significant boost with the 
announcement by multimedia soft- 
ware firm Omnimedia of the first 
range of music video titles for the 
newly-agreed Video CD format. 

Although no firm release dates 
have been set as yet, it is expected 
that Video CDs from the likes of 
Queen, Iron Maiden, David Bowie, 
Tina Turner and The Eurythmics will 
be available before the summer. 

With the FMV format now sup- 
ported by such major music publish- 
ers as Virgin, Island, BMG (who use 
the RCA label) and EMI, Video CD is 
seen as the way forward for future 
audio releases. Video CD allows 
access to full CD audio functions 
(instant track access, rewind, random 
play, etc.) as well as full-motion VHS 
standard video footage. 

“The new format gives the con- 
sumer all of the visual impact of a 
VHS music video and all of the bene- 
fits of a standard CD player,” says 
Omnimedia’s production director 


BOOST FOR 
DIGITAL VIDEO 


Perhaps the most significant 
development in the evolution of the 
Video CD format to emerge this 
month, however, is that all of the 
titles mentioned above will run on 
both the CD32 (with the FMV cart 
installed) and Philips’ CD-i players, 
where it had previously been 
thought that the two were com- 
pletely incompatible. 

With Video CD now up and run- 
ning on both formats, it’s likely that 
many more music and video pub- 
lishers will look to the new format 
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ARE GAMES GOOD 
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than their share of unfair criticism over the past year or two, 

having been blamed for epileptic fits, an 
increase in violence among the young and the 
general diminishing of social skills. 

Now, however, the media has even 
taken to blaming games for the rise in 
heart disease! 

Following a study by the combined 
forces of the British Heart Foundation and 
the Consumers’ Association, it was decid- 
ed that the modern youth wasn't as active 
as his or her forefathers. 

“Watching television and playing computer 
games are taking over from more active pursuits such as cycling, 
kicking a ball about or playing in the park,” says David Dickinson, 
editor of Which? Way to Health. 

“A lack of exercise affects the development of the heart,” he con- 
tinues, “and some British doctors predict that children who aren't 
active could end up with heart problems even worse than those of 
their parents.” 

Of course, the report doesn’t only blame games for the nation’s 
supposed lack of health: other factors such as bad diet were also 
taken into consideration. However, as it’s fashionable to have a go 
at video games, this was what was picked up by the media. 

The funniest part of this whole story, however, is that the British 
Heart Foundation and the Consumers’ Association have attempted 
to put things right by producing something called You Can Prevent 
Heart Disease — the only trouble is that it’s only available on video! 
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Price includes post and packaging £17.00. Please allow 28 days for delivery. 


he Amiga CD32 was first 
unveiled ®® the US at January's 
Consumer Electronics Show in 
Las Vegas, where its games-playing 
qualities were supported by testi- 
monies from the likes of Ocean, 
Gremlin and Millennium. 
Commodore also used the occa- 
sian of the show to lay down the 
gauntlet to other hardware manu- 
facturers, with vice president of engi- 
neering Lew Eggebrecht saying: “We 
challenge anyone — Sega, Nintendo, 
Atari and so on — to show us a bet- 
ter games player. And we also chal- 
lenge the likes of 3D0 and Philips to 


show us a better multimedia player 
at a better price.” 

Eggebrecht went on to point out 
that most of the “all-time top 100 
video games” are already on the 
Amiga, and promised that a total of 
100 titles would be available in the 
US in time for this month's launch. 

The CD32 will be available to the 
general public from this month 
(March), priced at $399, with the 
FMV add-on also available for an 
extra $250. The basic machine will 
come with two games: Ocean’s 
Sleepwalker and Pinball Fantasies 
from 21st Century. 


The Amiga’s growing importance 
in the US is also demonstrated by 
the appearance of the first ever 
Amiga games magazine on that side 
of the Atlantic. Based in sunny Cali- 
fornia, Amiga Game Zone (for so it 
is called) is an all-new monthly pub- 
lication “focussing exclusively on 
Amiga games”. 

But don’t hurry to take out a sub- 
scription just yet, because from next 
month onwards, AGZ’s editor — one 
Geoff Miller — will be contributing 
a monthly column dedicated to 
what's happening Stateside to these 
very pages. 


Ni 


CODIES GO 2! 


ot content to sit back on the many laurels which Micro 
Machines so deservedly picked up, the Codemasters devel- 
opment team have already turned their hands to producing 


the sequel — you guessed it, Micro Machines 2. 

The list of proposed improvements and additions which the team 
are trying to cram in is already more than 14 pages long — but the 
one change which is currently looking likely is that the sequel will 
support up to four players competing simultaneously. 

It’s unlikely that Micro Machines 2 will see the light of day before 
the end of '94. However, Codies' fans will be able to keep themselves 
occupied before this by flipping the silver ball in Psycho Pinball — 
the team’s addition to the growing ranks of pinball simulations. 

Offering one- or two-player action across a range of six tables 
(Future Fair, Wild West, Moon Shot, Under Sea, Safari and Ghost 
Town), Psycho Pinball will feature a number of twists, including sub- 
games and up to 20 secret features per table — not to mention the 
appearance of Psycho, the game’s silver-plated armadillo hero who 


takes the place of the usual ball. 


Finally, the Codies are also dipping their toes into the CD pool 


for the first time in the very near future with the release of four sep- 
arate titles. The first three will be stand-alone budget games (each 
sporting enhanced digital sound), while the fourth will contain five 
of Codemasters’ best-selling Amiga disk games, all crammed onto 
a single disk. No exact price or release details are confirmed, but 
May is looking like the most likely date. 


HERE COMES 


STARDUST! 


uoyed up by the success of 
BB: multi-hued Asteroids 

(ahem!) tribute Stardust, 
Helsinki’s favourite sons Blood- 
house are currently working on 
bringing the same winning for- 
mula to the A1200, in the shape of 
Super Stardust. 

Rather than just the usual 
‘enhanced graphics and sound’ 
offered by A1200 upgrades, Super 
Stardust will go the whole way by 
offering hard disk installability, 
entirely new 256-colour graphics, 
oodles of ray-tracing, stereo sound 
and spectacular parallax. 

Super Stardust will be available 
in May (for both A1200 and CD32) 
through Daze Marketing. Pricing 
details will be announced closer to 
the date. 


he age of truly interactive 

television has drawn one 

step nearer, as TV games 
specialist Hewland Interna- 
tional (the company behind 
Channel 4's Gamesmaster) has 
joined forces with cable spe- 
cialist Videotron to bring audi- 
ence participation to the daily 
SKY Television show Games 
World. 

The new system, which has 
been running experimentally 
for a number of weeks in the 
London region, allows viewers 
with special handsets to pre- 
dict the outcome of games 
and to answer questions 
those who answer a set num- 
ber correctly gain access toa 
secret code which entitles 
them to enter a prize draw. 

Aithough this current series 
of shows is only due to run 
until the end of this month, it 
is hoped that it will have 
proved successful enough to 
extend the service to future 
shows and other parts of the 
country. 


GET THE MAX! 


ot content with causing all 
Ni sorts of mayhem for 
everyone who comes in 
contact with them through their 
computer monitor, those love- 
able green-haired Lemmings 
(who, incidentally, celebrate 
their third birthday this month) 
are now taking the world of 
print by storm by starring in a 
new comic, Max Overload. 
Published by Dark Horse Inter- 


national, the company whose pre- 
vious hits have included the Star 
Wars comics, Predator Versus 
RoboCop and Give Me Liberty, 
Max Overload will feature the car- 
toon exploits of a number of gam- 
ing favourites, including Chuck 
Rock and, of course, the Lem- 
mings. 

Max Overload — 64 pages of 
full-colour gaming mayhem — is 
available now, priced at £1.95. 


HERE COMES HOLLYWOOD! 


games and films disappears moved 


T: days when the line between 


ever closer this month, when one of 
Hollywood's largest studios announced 
that it was setting up a brand new ‘inter- 


active software’ division. 


A part of the giant MCA group, Uni- 
versal Interactive Studios has been set 
up to become a developer and publish- 
er of entertainment software — with the self-explanatory Jurassic 
Park Interactive scheduled to be its first release. 

The new firm, which will be run from the movie studio complex 
in Universal City, California, will also be looking for suitable games 
from other developers to publish for the new multi-media machines. 

In addition to this, there is also the possibility that it will become 
involved in some of MCA’s theme park projects. 


he games industry's long awaited process of software classification 


will come into action from May 1st, when every disk and CD game 


released will carry a sticker similar to the one shown here — com- 

plete, unfortunately, with the hopelessly unhip ‘monitor in trainers’ logo. 

The new system is designed to guide potential purchasers — mostly 

parents — to the package's contents and suitability for certain age groups: 
under 10s, 11 to 14 year olds, 15 to 17 year olds and over 18s. 
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Jimmy Whites Whirlwind Sngoker 
© 1991 Virgin Games Lid. 
| 


Zoo 

©1992 Gremlin Graphics Software Lid. 
Sensihie Soccer 

©1992 Sensible Software. Published by 
Reneyade. 

Elite 

©1993 Bell & Braben. 

Elite plus programming © Chris Sawyer. 

* Elite replaces Elite Plus on Anriga versions 


SENSIBLE SOCCER 
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PC Format. 


wapontorms in every Way to what you'd expect from a perfect cutesy 
Nalin game, And in doing so has become the perfect platform game. 
| jus Wiké.all things.cute and colourful, you ii jove this, and if you arent 
Neuippousen fo platform games you'll still love it.” 
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qT ) players do in their time 

m= WW off? They hang around at 
Sensible Nightclubs with Sensible 
Page 3 girls and play Sensible Golf 
during the days of course. 

And soon you'll be able to join 
them — on the Sensible Fairways 
at least — as the Sensible crew are 
currently toiling away at bring 
their own peculiar slant to that 
perennial favourite, golf. 

Sensible Golf will make use of a 

milar top down view to that 
used in Sensisoccer, and will fea- 
ture similar diminutive characters. 

The game will also feature 

..the most fantastic, inspirational 
anc intuitive control system 
known to man — which is exactly 
the same as the one used in every 
so!f Game since Leaderboard.” At 
ast that’s what Sensible Soft- 
ware’'s Jon Hare expects. 

in all, Sensi Golf will contain a 

otal of 72 holes (“Inspired by 
ome of the toughest holes from 
the world’s major courses.”), a 
milling crowd and, possibly, cad- 
cies. Perhaps most innovative of 
all, though, is the fact that the 
game’s unique viewpoint will 
allow it to feature up to four play- 
ers on screen at once. 

Sensible Golf will be available 
“before the end of the year” 
through Virgin 


| aa | hh do Sensible Soccer 
ay 
# 


ig > 


ARTS 


|) Cannon Fodder Virgin 


IME! 


ad endless brain- 
ome up a good 
jame. At the 

ardly catchy b 


perate) 
hat you’ve 
on page 


ingly apt name 
Dass your 

or the 

are crap they'll 


wi be able to 

That was my idea” 

2 every Titus game 

ing Blues Broth- 

hat’s 18 games in all! So 
Titus are waiting... 


DOM-TASTIC! | 


e new-look One FM may not exactly be win- 
ning over the nation’s radio listeners, but they 
have had one positive effect in that they have 
re-introduced Dominik Diamond to the nationwide 
audience he so richly deserves. 

Since his departure from Gamesmaster last year, 
Diamond has continued to provide games news 
and reviews through the Steve Wright show, which 
he presents in his own piece every morning at 
8.00am. 

“It's a bit of a hassle getting up every morning,” says 
the ebullient presenter, “but it’s worth it because it means 
that | can reach out and touch more than 10,000,000 listeners every day.” 

In the meantime, another TV face — Bad Influence’s Violet Berlin — 
has also picked up a new job this month, by joining the contributing team 
for Digitiser — the games section of Channel 4's teletext service. Berlin 
will contribute a weekend column which will go out to the service's 
1,000,000 plus readers. 

For her part, Berlin adds: “Despite my hectic schedule as TV presen- 
ter, | always find time to catch up with what’s happening on Digitiser. 
And now I'm flattered to be asked to contribute to such an august organ.” 


(6) Mortal Kombat Virgin 


Frontier: Elite 2 Gametek (7) Sensible Soccer 92/93 Renegade 
3) The Settlers Blue Byte : (8) Champ. Manager ‘93 Domark 
Premier Manager 2 Gremlin 3 (9) Jurassic Park Ocean 
(5) Skidmarks Acid Software (10)Champ. Manager Italia Domark 


Provided by Virgin Games Centre. 
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This fetching little accessory is an 
Archos Overdrive hard drive, a num- 
ber of which are currently available 
from Special Reserve, the Essex- 
based ‘games club’. Priced at 
£299.99 for the 250Mb model and 
£379.99 for those who require an 
extra 90Mb on top, the Overdrives 
feature an average data transfer 
rate of 1.5Mb per second and access 
time of 12 milliseconds. 
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Calling all scribblers! Here's your chance to 
get your name etched into the pages of his- 
tory by having a letter published in The 
One! It’s easy! All you have to do is write a 
series of sentences on a piece of paper and 
then send them to us! As long as they 
make sense or make us laugh then they 
could be used! So put that pen to paper, 
and send your efforts to: Letters, THE ONE, 
Priory Court, 30-32 Farringdon Lane, Lon- 
don EC1R 3AU. Or Fax them to us on: 071 


972 6710. 
BIG MISTAKE! 


Dear The One, 
While reading your review of Cosmic 
Spacehead in the January issue, | 
noticed that in order to run it you 
needed 512Mb of memory — isn’t 
that a bit much for such a crap 
game? 
Terry Kernan, 
Armagh. 


Oh cheers. You work your guts out 
trying to create the finest Amiga 
magazine on God's good earth and 
then some clever dick picks you up 
on a minor typing error. Look, it 
should've been 512K, okay, 512- 
bloody-K. 


FEMME FATALE 


Dear The One, 

| started to read Daniel Lovell’s let- 
ter in The One’s January issue when 
suddenly | felt compelled to check 
the date on the cover. Had | unwit- 
tingly bought an ancient copy from 
a thousand years ago? Nope, no 
signs of the mag having gone 
through a timewarp, and it wasn’t 
written on parchment either. 

It then dawned on me. What | 
was reading was a letter from one 
of those rare (but not rare enough) 
Sexist Pigs. If | may, | would like to 
take the liberty of enlightening the 
world, or at least the readers of The 
One, as to the underlying reasons 
for the man’s misogyny. 

If you hadn’t already guessed, 
yes, it is a way of disguising his own 
inferiorities. Danny, admit it — 
you're 7st4lbs at the very maximum. 
You begrudge women with muscles, 
purely due to the fact that you are 

unable to form any yourself for 
fear of your muscles splitting 
open your arms should they 


expand to any size larger than a 
baby pea. 

In fact, you are so puny that you 
have dents in your arms and legs 
where most men would have 
bulges. Contrary to your belief, 
Danny, you couldn't pull a Christ- 
mas Cracker, never mind a woman. 
(Female readers breathe a sigh of 
relief.) 

How do | know this? | did a post- 
round in your area (yes, | do have 
sufficient strength to lift a letterbox 
lid) and have had the unpleasant 
experience of seeing you. 

Forget about having a computer 
game based on women drivers — 
my car sports a whacking great dent 
thanks to a MAN who failed to avoid 
my STATIONARY vehicle. How about 
a game based on Daniel? What do 
you mean there already is one? Ah, 
of course... Prehistorik! 

Louise Simpson, 
Southampton. 


We had a LOT of letters referring to 
Daniel's little rant about women, of 
which Louise’s was the most enter- 
taining. Get the message, Daniel - 
this is the 1990s, not the 1890s. 


TYPE ‘EEEK!’ 
JAGUAR 


Dear The One, 

| recently saw something in another 
mag that stopped my roving eye in 
its tracks. The reason for this breath- 
taking moment was a preview of a 
game for Atari's A1200-rival, the 
Jaguar. The game was Predator Vs 
Alien and was set in a moody, com- 
pletely 3D environment not too dis- 
similar to that of Legends Of Valour, 
but more akin to those of the PC 
game Ultima Underworld for quali- 
ty of graphics, which were amaz- 
ingly good. 


The previewer went on to drool over 
how the graphics were produced in 
real-time (i.e. calculated as they're 
being displayed so preserving mem- 
ory), which takes some impressively 
fast processing. Now | don’t know 
the specs of the Jaguar but the big 
question is... can the A1200 do that 
and well enough to compete with 
Atari? 

For well over a decade, Com- 
modore has remained leagues in 
front of Atari. But could it be that 
in an effort to keep the A1200’s 
price low Commodore has produced 
an underdog of a machine? Could 
you also quash rumours that in an 
effort to keep up with the competi- 
tion Commodore will be releasing a 
68030-based machine (possibly 
called the A1400) towards the end 
of the year? 

James Burr, 
Dorset. 


The Jaguar is a console, not a com- 
puter, so a more valid comparison 
would be with the CD32 rather than 
the A1200. And though we'd like to 
tell you how the Atari console fares 
against Commodore's, we can’t 
because we've yet to have any 
hands-on experience of _ the 
machine. The Jaguar has so far only 
been released in the States, where 
it’s had a very warm reception, but 
it’s unlikely to start appearing here 
in Europe in any sort of volume until 
Summer at the earliest. 

Commodore is known to have 
new Amigas in development — in 
such a fast-moving industry like this, 
you'd be stupid not to be looking to 
the future — but | think it’s unlike- 
ly you'll see any of them released 
this year. 


LISTEN HEAR! 


Dear The One, 

| am writing to complain about the 
atttitude of computer game manu- 
facturers towards the CD32. | think 
the programmers are looking at this 
as though it’s just another Amiga. 
Most CD32 games are normal Amiga 
games put onto CD. 

Nothing wrong with that, of 
course, but what's the point of buy- 
ing a 32-bit CD console when you 
only have old Amiga games to play 
on it? Two Amiga CD32 games show 
what can be done on this powerful 
machine, namely Microcosm and 
Liberation: Captive 2. A lot of time 
and effort has gone into these 
games and it shows. These are the 
type of games CD32 owners should 
expect. 

| have compared the specifica- 
tions of CD32 and 3DO, and both 
boast similar abilities, yet 3DO 
games look like they are being 
played on a much superior system. 


If programmers put in as much 
effort as, say Mindscape has done 
with Liberation, then the CD32 
should become a strong contender 
in the CD market. 

If not, | fear CD32 will go down 
like the CDTV did. | hope the latter 
doesn’t happen as | am raving for a 
CD add-on for my A1200, as many 
others are. My point is, games pub- 
lishers should take the CD32 as the 
hyper console it is, and not just as 
another Amiga. Thank you for lis- 
tening to my complaint. 

Phillip Edwards, 
Merseyside 


WE LUV FRONTIER! 


Dear The One, 

We were just flipping through the 
January issue of The One when we 
caught sight of an ‘interesting’ little 
letter from one Simon Smith. Appar- 
ently, Frontier is “little more than 
trash”, “a complete waste of time”, 
saddled with a “crap control sys- 
tem” and, worst of all, responsible 
for people turning to piracy! 

Simon is wrong. Frontier is a very, 
very good game. The control system 
is in fact very simple. Unfortunate- 
ly it seems Simon is too. It is a sad 
comment on today’s gaming society 
that when a game hits the shelves 
that requires a bit of concentration 
some people can’t take it, obvious- 
ly preferring games specifically 
designed for two-minuted attention 
spans. | suggest you buy a Mega 
Drive, Simon — it's obviously more 
your kind of thing. 

If David Upchurch gave the game 
too high a mark, it was only by one 
or two percent. David Braben has 
created an in-depth, remarkable 
game, and if you can’t handle it 
Simon then you shouldn't have 
bought an Amiga in the first place. 
It mixes playability with a brainwork 
- Simon obviously thinks the latter 
has no place in a computer game. 

Matt, Will and Joe, 
Taunton. 


Thanks for the support, guys, but - 
hey! - let’s not allow this ‘Is Frontier 
crap?’ debate to become too per- 
sonal. After all, everybody's entitled 
to their own opinion. | mean, I’m 
the first to accept that not every- 
one’s going to pop their corks over 
arguably the greatest game ever 
written — but that’s because 
they’re probably a stupid moron. 
(Just joking, Simon...) 


DAVE’'S GREASY 
POLE . 


Dear The One, 
| used to be an ACE reader, and over 
the years | have admiringly watched 


‘Young Upchurch’ gradually nob- 
bling his rivals. This man must have 
a PhD in Office Politics, specialising 
in the knife in the back, the ground 
glass in the coffee and the so-called 


‘accidents’ when the lift-cable 
breaks. 

And now, using his not-inconsid- 
erable bulk, he has climbed the 
greasy journalists’ pole until he sits 
astride this lofty perch high above 
Priory Court, the wind ruffling his 
fair locks, a threat to low-flying air- 
craft and — if the way that pole is 
bending and flexing beneath him is 
anything to go by — to passers-by in 
the street far below as well. 

Ah, but fame and_ riches 
(Caribbean holiday, remember, and 
I'll bet you don’t drive a Skoda) have 
their price: the Large One, it seems, 
is suffering from altitude sickness. Or 
does he have a bottle of whiskey up 
there with him, hidden inside that 
expensive Italian mac? 


Frontier!? Game Of The Year!?!? 


The man is raving. All that power 
and responsibility has finally flipped 
him. What a terrible waste! 


Simon Smith VUianuary’s Letters) 
was right — despite your patronis- 
ing advice that he should play it for 
longer than then minutes, let me tell 
you that Frontier IS unplayable, or 
should be for those of discernment. 
The ship is uncontrollable, and those 
cockpit graphics... Oh dear! At least 
in Epic it felt like you were sat at the 
controls of a spaceship — Frontier's 
cockpit layout more resembles an 
electric milk float’s. 

Hold him steady, shove the 
smelling salts up his nose... There, 
that’s better, he’s coming around 
now. 

Feeling better, David? 

Yes? 

Good — you're sacked. And leave 
that bottle for the next one up the 
greasy pole. Form an orderly queue 
there... 

David Challice, 

Exeter 

| don't mind people disagreeing 
with me (actually, it wasn't just me 
who decided Frontier's mark — 
Simon and Matt both had a say in it 
as well) but you don’t have to be so 
darn nasty about it. Sob! I’ve got 
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where | am through sheer determi- 
nation and hard work (oh alright, 
and a bit of back-stabbing). As for 
me being ‘patronising’, well, that’s 
simply not true. Now why don’t you 
along, little boy, and read this next 
letter... 


| WANT FRONTIER! 


Dear The One, 
Hey, Simon Smith from South York- 
shire — instead of throwing away 
your copy of Frontier, why not send 
it to me? I'll give it a good home and 
take care of it! You know it makes 
sense. 
Sean Tully, 
Wickford. 


Come on, Simon — or how about 
David Challice? do the decent 
thing ‘cos there’s nothing sadder 
than an unloved game. 


DISK-USTING 


Dear The One, 

January 1993 - Psycho Santa, a wild- 
ly enjoyable game (good title song) 
but lacking in long term appeal. June 
1993 - Blaster, slightly above average 
shoot-’em-up fodder. August 1993 - 
Trex Warrior, nicely presented but 
ultimately dull. January 1994 - Galac- 
tic, an original, atmospheric but 
unexciting shooty thing. 

Well, thanks for the complete 
games over the past year. Psycho 
Santa was slightly okayish, but the 
others are savegame disks. Do you 
really expect our loins to twitch and 
gibber over a game which you gave 
a demo of away with your June 1992 
issue which was pretty unspectacu- 
lar then? And ‘Worth £25.99'!?!? It 
would be hounded, mauled and 
slaughtered if it was released on 
today’s market. Who would buy it 
when it’s alongside Frontier, Cannon 
Fodder or Hired Guns? 

| beg you to stick with large or 
multi-level demos like Space Hulk 
and Bob’s Bad Day, and quality PD 
like Transplant and Giddy. Pack loads 
of this stuff onto your disks and 
you'll have readers skipping to the 
newsagents with big daft grins on 
their faces. If you want to give us 
something special for Chrimbo then 
offer six free disks and staple a joy- 
stick to the front cover. You may like 
those ‘free games’, but | don’t. 

Finally - God bless the Next 
Month! page. Each month they get 
better, except January’s. And anoth- 
er good thing is... Matt’s new beard. 
It really suits him! 


Stephen Boyes, 

Cleveland. 

P.S. Don't put the heading ‘Disk-ust- 

ing’ on this letter. The joke is wear- 
ing a little thin now. 


Sorry to hear you've been somewhat 
‘underwhelmed’ by the free games 
we've given away over the past year 
or so — we're only trying to give our 
readers something a little special 
from time to time. What do the rest 
of you think? Would you prefer 
more demos instead of the occa- 
sional complete game? Write in and 
let us know. 

Oh, and thanks for your com- 
ments about the Next Month! 
pages. Simon was especially pleased 
that you didn’t like the one | wrote 
(January's) and is now marching 
around the office claiming to be the 
best at everything. The git. 


PARK POINTS 


Dear The One, 
In your January issue, your solution 
to Jurassic Park showed screens that 
| haven't seen in either the A1200 or 
the A500/600 versions of the game 
(both of which | own). In which ver- 
sion DO they appear, if any? Where 
did you get these pictures? Also, did 
you see the shots of Amiga JP on 
ITV's Movies, Games & Videos last 
summer? | noticed that the 3D 
indoor display was bigger and more 
central on-screen. Why is this differ- 
ent in the final game? 
Alan Illegible-Surname, 
Debenham. 


Oh, Alan — so many questions! 
Thankfully, however, there are some 
very simple answers to them. The 
screenshots used in the tips pages 
were old Work In Progress shots that 
we had on file. These had been gen- 
erated by Ocean purely for preview 
purposes only, so any resemblance 
between these and any actual game 
screens either alive or dead is pure- 
ly coincidental. As for your queries 
about the game as seen on Movies, 
Games & Vidjas, well, that was 
broadcast last Summer, a good four 
or five months before the game’s 
eventual release, and things DO 
change you know.. 


FANTASY ISLAND 


Dear The One, 
I'm fed up. 

I've got no friends, my parents 
hate me, I'm spotty, I'm ugly, I'm 
crap at sports, | eat lard, | wet my 
bed, | pick my nose and eat it, | love 
Cliff Richard, I've got really long ear 
hair, | can't dance, | eat worms, I've 
got five eyes, | hate everything 
about the world... 

What shall | do? 

Worried, 
Liverpool. 


Er, I'm really not qualified for this. 
| think I'd better go home now. 
More of the same next month. 
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PLUS! Nothing for the 


runners-up! 
All courtesy of Titus. 


hen Honda Prelude Astra 

Car invented the automo- 

bile he _ inadvertently 
altered the society of the day. Before 
this time, people used to get from 
A to B in black and white cardboard 
boxes with bits of cornflakes in the 
bottom that stank of old people. 
These ‘vehicles’ were relatively safe 
compared to modern cars, mainly 
because they didn’t actually move 
anywhere. 

And if a passer-by accidentally 
brushed past they’d end up with 
nothing more serious than a slight 
sensation in their leg generated by 
nerve endings sending electrical sig- 
nals to their brains, instead of hav- 
ing to have the entire contents of a 
bumper box of Meccano implanted 
into their shins. 

Of course, these so-called ‘good 
old days’ weren't actually that good, 
although they were old. And days, 
come to think of it. But the point I’m 
trying to make is that the only mod- 
erately exciting computer games you 
could purchase then were Rice 
Crispie Racers and Crunchy Nut 
Cornflake Car Challenge, both top- 
down driving games based around 
the popular vehicles of the time. 

These days, however, you get 
truly smart racers like Lamborghini 
American Challenge, Lamborghini 
American Challenge and that old 

stalwart, Lamborghini American 
Challenge. In fact, so impressive 
is Titus’ groovy car-’em-up, 
we've managed to nick five 
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(that’s right, FIVE!!!) fantastic goody 
bags — worth over £100 each! — 
containing all kinds of brilliant and 
totally official Lamborghini things. 

lf you are one of the lucky win- 
ners, expect to find fab and totally 


official Lamborghini gear like base- ' 


ball caps, posters, key rings, a copy 
of the game and literally loads more 
stuff in your bag, and you can’t ask 
for much more than that, can you? 
Thought not. 

| know what you're thinking. 
You’re thinking, | really wish | knew 
exactly what | had to do to stand a 
chance of winning those bags. Well, 
think no more, dearest reader, for | 
have the answers to all your worries. 
They’re called questions. 

Yes, just answer these three tax- 
ing posers, stick the answers on the 
back of a postcard or stuck-down 
envelope and send them to: Goody 
Bag Two-Shoes Compo, THE ONE, 30- 
32 Farringdon Lane, London EC1R 
3AU to arrive here by no later than 
April 28th 1994. The five winners will 
then be selected by the Editor (who- 
ever that may be at the time) and 
will recieve a goody bag each. Okay? 


(a) Crazy Cars 3. 

(b) Road Warrior. 

(c) Alien Car Death Fighters From The 
Planet Ford. 


(a) Titus the Fox. 
(b) Titus the Bat. 
(c) Titus the Titan. 


(a) Eight. 
(b) Nine. 
(c) Lamborghini. Ha! 


WE'LL GIVE YOU THE EARTH... 


but the Aliens will make you 
pay a terrible price 


UEC 


ENEMY UNKNOWN 


COMMAND EARTH'S FORCES AGAINST THE ALIEN TERROR 
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FEATURE 


Well, here it is — the first look at the 

soccer sensation many people are already 
calling the best game of ‘94. Simon Byron 
takes a trip to Sensible Software without 
passing ‘Go’... 
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will make all other foot- 
ball games, no matter 
whether they’re managerial or 
arcade-y, look completely crap.” 
Jon Hare, never particularly mod- 
est when it comes to rating his com- 
pany’s games, is being overly bullish 
about Sensible Software’s second 
soccer sim. And who can blame him? 
Their original offering is commonly 
regarded as the best game on the 
Amiga and is still played constantly 
by us in the office, something which 
can’t be said about many of today’s 
releases. Blending instinctive control 
with immediate playability, it rapid- 
ly became the highest-selling game 
on the Amiga to date. And deserved- 
ly so. 

Sensible World Of Soccer has 
been in development since the mid- 
die of last year, but it’s only now 
that there’s anything concrete to 
see. So here | am, perched atop a 
dodgy plastic chair in Sensible’s HQ, 
listening to Jon’s enthusiastic dec- 
larations about how brilliant SWOS 
is going to be. 


Aa 6 «i World of Soccer 
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Well here it is — the first picture of 
Sensible World of Soccer. Ever. Okay, 
so it may not be the most interesting 
but it's a screenshot nonetheless. 


It's a hard job, | know, but some- 
one’s got to do it. 

But before we get down to the 
nitty-gritty, let me explain the deal. 
Every month, from now until the 
game is complete, I'll be paying a 
visit to the development team’s 
office to report on how Sensible 
World Of Soccer is shaping up. Over 
the coming months you can expect 
to witness the game evolve into 
what will undoubtedly be the sequel 
to end all sequels. It'll be just like a 
Diary Of A Game. Except I'll be writ- 
ing it. So it won't be very good. Or 
funny. 

As you have probably guessed, 
World Of Sensible Soccer is going to 
be a football fanatic’s dream. The 
game will still centre around the per- 
fect arcade footy action enjoyed by 
Sensi veterans, but this time one- 
player games will be much more 
structured, as Jon reveals: “If you 
play a one-player game over a peri- 
od of time then you may be offered 
a new job; for example, Fulham may 
need a new manager and approach 
you. If you accept, you'll continue 
the game with the intention of get- 
ting Fulham promoted.” 

The decision to marry the already 
tried and tested arcade football 
action with a more in-depth man- 
agerial aspect is a step in the right 
direction, reckons John. 

“What we're trying to do is create 
the ultimate football simulation — 
a game which you can play in arcade 
mode, managerial mode or a combi- 
nation of the two. We’re deliberate- 
ly steering away from the really 
heavy managerial aspects like gate 
receipts, etc, etc, so most gamers 
should be able to get the best out of 
this part of the game without being 
bogged down. | think we've got the 
balance right.” 

At this stage, not much work has 
been done with the main game 
because the team have been con- 
centrating on getting all the player 
statistics in. In fact, they haven't 
decided what changes Sensible 
World Of Soccer will feature. “I don’t 
know what we’re going to do with 
the main game,” admits Jon. “I think 
we'll use some of the Mega Drive 
version's features, but a lot of those 
were implemented to cater for the 
joypad, just to make the game easi- 
er to play.” 
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(Above) Don't try this at home, kids. 


(Below) Sensible World of Soccer will undoubtedly include many of Mega 
Drive Sensi's features, like the star player icon shown here. 
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Here's where you'll be able to gen- 
erate your very own tournaments 
incorporating any combination of 
knockouts and mini-leagues. 


MARSEILLE 3-28 REF MADRID 
AT rw Toe Si ol Ss 


Ah-ha! A tournament in progress. As 
you can see, Marseille are doing 
well, having just beaten Real Madrid 
by a gola. 
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( There are 1500 
teams in Sensible 
World Of Soccer — 
there’s not even a 
book with that 
much information 


in it. y y 
Jon Hare 
Sensible Software. 


However, one thing the team are 
confident about is the inclusion of a 
referee. Chris Chapman, the Amiga 
programmer, explains: “Because of 
speed and memory limitations, it will 
be impossible to have the referee on- 
screen all the time. What we'll prob- 
ably do is have him chasing the ball 
just off-screen, so you'll only see him 
whenever he has to dish out a red or 
yellow card. To be honest, the inclu- 
sion of a ref won't affect the game 
at all, but it will enhance the overall 
presentation, which is what we're 
aiming for.” 

Individual player stats will play an 
important part in your strategy, as 
Jon outlines: “Each player will have 
eight skills: heading, tackling, shoot- 
ing, passing, running, fitness, and 
two others, which | can’t quite 
remember at the moment. If two 


players are involved in a challenge 
it’s likely that the one with the high- 
er tackling skill will win. 

“As in the original game, you'll be 
able to put any player in any position 
but strategy will play a more impor- 
tant part. For example, a player with 
a high tackling and heading skill will 
be best employed as a defender as 
he’s likely to be able to cut out most 
shots. These player attributes are 
fixed — it would be pointless being 
able to edit them.” 

One rule that soccer games have 
traditionally shied away from may 
make it into Sensible World Of Soc- 

er. “At the moment it seems likely 
we'll put the offside rule in the 
game, just to see how it affects the 
gameplay, but there’s a strong 
chance it will be taken out again,” 
explains Jon. 

“It's not that it’s hard to do, we 
just don’t believe in offsides,” chips 
in Chris. “And there'll be no long 
balls, either,” he jokes. 

The team will be turning their 
attention to the actual game over 
the next month, but it’s unlikely 
there'll be any major graphical dif- 
ferences because, as the old adage 
goes, there’s not point in fixing 
something which isn’t broken. “The 
idea has been to get the menus up 
and running so that when we 
come to slot the actual foot- 
ball bit in we'll actually be able 
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to play the game and see how it all 
hangs together,” discloses Chris. 

Jon decides to point out the 
game’s major difference. “You can 
choose to have a computer side, a 
player side or a manager side. The 
first two act exactly like they did in 
the first game, but picking a manag- 
er side allows you to exert a greater 
control over how your team play by 
buying and selling players and build- 
ing a better side over successive 
matches. You can be just like Graham 
Taylor. But better.” 

To demonstrate how this man- 
agement system works, Jon sets up 
a one-player game with me in charge 
of the Premier League’s most talent- 
ed side. “You can be a player man- 
ager or just manager,” says Jon. “If 
you're playing as a manager you can 
play each match like you would in a 
normal game of Sensi or opt to 
watch either the full game or high- 
lights without actually taking part. 
So let’s start a new season. | suppose 
you want to manage QPR, do you?” 

Of course, | reply. 

“How sad [he supports Norwich 
‘Football’ Club]. Anyway, we can 
start off the league by selecting ‘Play 
Match’ and as you can see, QPR’s 
first game is at home against 
Sheffield United,” states Jon before 
pressing the button. “Right, you lost 
1-3.” 

At this point | remind Jon what he 
said about the game being very early 
in development, and suggest that 
maybe — just maybe — some of the 
statistics have been input incorrect- 
ly. He quite rightly ignores my 
pathetic whining and carries on 
pointing out Sensible World Of Soc- 
cer’s improvements. 

“In the original game you would 
have to cycle through all the other 
results until it was your turn to play 
another game, but now you can 
jump straight to your next match, so 
there's no need to keep constantly 
clicking the joystick button. 

“You can also check out any 
team’s peformance from the stats 
screen. We've added a kind of bar 
chart system to indicate each play- 
er’s individual performance. The 
higher the red bar, the better he’s 
doing and subsequently he’ll be 
worth more money. 

“You also get each player’s nation- 
ality displayed alongside their stats,” 
persists Jon before spotting a bla- 
tantly obvious error, “Hang on, | 
notice that Niall Quinn is currently 
listed as Albanian, so there’s obvi- 
ously something wrong there.” 

“It's probably from his mother’s 
side. Or something,” laughs Chris. 

Hmmm. Enough of this joviality. 
It's time to continue guiding QPR to 

the summit of the Premier League. 
Where they belong. 

“Okay, we can either click 

straight to QPR’s next game or 
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This screen looks suspiciously like the same one from the original Sensi. But 


we're reliably informed it isn't. 


watch some of the other results 
come in. You can even ‘tag’ specific 
teams — for example one who's 
doing particularly well — so if you 
want to track a side’s progress but 
don’t fancy cycling through every 
score then it’s very easy to do so. 
Right, let’s go on to the next match.” 

QPR beat Manchester City two-nil. 
| begin to warm to Sensible World Of 
Soccer. 

Throughout the season, League 
and FA Cup matches need to be 
played and the computer tracks your 
progress though each, warning you 


in advance of each fixture so you 
have time to prepare. As we keep 
zipping back and forth between the 
tables and the stats screens, Jon 
highlights another of Sensible’s real- 
istic features. 

“You'll notice that Nigel Clough is 
the only Nottingham Forest player to 
be amongst the top scorers because 
Forest have a one-man attack [it’s 
probably worth pointing out here 
that the data the team are working 
with has been gleaned from last sea- 
son, explaining the appearance of 
Notts Forest in the Premier League], 
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(Above) The new statistics screen 
gives an indication of how well 
each player is doing. The higher the 
red bar, the better his performance. 


(Left) Jon. Being stupid. 


so even if you’re not actually play- 
ing a team they'll still keep to their 
overall tactics.” 

The league continues and QPR 
reach the lofty heights of second 
before finally slipping to third, 
thanks to a disastrous result against 
Wimbledon. Still, a place in Europe 
will suffice. I'm a happy man. 

Of course, being a truly interna- 
tional game, Sensible World Of Soc- 
cer will enable you to play in almost 
any footballing competition from 
around the world. “There'll be loads 
of preset competitions. You'll be 
compete in things like the Italian 
First Division, the Brazilian League 
Cup, the French League Cup...” 
recounts Jon. 

So how many competitions will 
there be in total? 

“God knows,” admits Jon, “basi- 
cally, every a league and cup com- 
petition from every country plus 
things like the European Cup, the 
African National Championships. A 
lot, basically.” 

And if you don’t fancy taking part 
in one of the preset competitions, 
you can always set up your own 
cups. The system Sensible World Of 
Soccer uses to generate unique 
competitions is extremely flexible, 
as Jon explains. 

“The tournament mode will 
allow you to pick up to 64 teams 
from anywhere in the world. You 
can structure the tournament as you 
see fit by having a variable amount 
of groups, a league or even knock- 
out system. You'll be able to speci- 
fy how many times each team plays 
each other, whether there'll be two 
or three points for a win, whether 
or not teams are seeded, that kind 
of thing. 

“If, for example, you've set a 
league and you decide that you only 
want seven teams to go through to 
the second round, the computer will 
work out how best to achieve that, 
by letting through the required 
amount of group winners and a cer- 
tain number of best runners-up. It's 
a very flexible system,” Jon. 

The amount of imformation 
conatined within the game is phe- 
nomenal. “There are 1500 teams in 
Sensible World Of Soccer — there's 
not even a book with that much 
information available,” enthuses 
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it seems likely we'll 
put the offside rule 
in the game, just to 
see how it affects 
the gameplay, but 
there's a strong 
chance it will be 


taken out ——s 


Jon Hare, 
Sensible Software. 


Jon. “When the game’s finished we'll 
have the most comprehensive foot- 
ball information on any medium, 
enabling us to write a book of the 
game or something.” 

Sensible Software felt that the 
data needed to ensure that Sensible 
World Of Soccer contains the most 
authorative guide to football war- 
ranted a full-time member of staff. 
So Mike Hammond, author of Euro- 
pean Football Yearbook and contrib- 
utor to the Sunday Times, was draft- 
ed in to input all the facts. A 
specially-designed editor has been 


Whenever the team are stuck for 
ideas, they have a good old 
cockney knees-up round the old 
Joanna. | expect. 
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created, which facilitates the task of 
entering all 23,000 players’ individu- 
al statistics. 

“It's something we just can’t han- 
die on our own,” admits Jon, “with 
Mike’s expertise we'll be able to con- 
fidently state that Sensible World Of 
Soccer is the most realistic football 
game available.” 

When you consider that to input a 
team’s data takes approximately half 
an hour and that there are over 200 
teams, you can see why employing 
someone to do the job properly 
makes sound business sense. 
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Jon is confident that the two dif- 
ferent parts of Sensible World Of 
Soccer will gel together nicely. “I 
think that once the game is finished, 
the managerial aspect will stand up 
against dedicated management 
games like Championship Manager 
‘93 and its ilk, as well as retaining 
Sensi’s title of being the best soccer 
game there is. You'll be sitting there 
thinking ‘I want to buy a new player’ 
and you'll be able to pick one from 
over 23,000. There aren’t many 
games where you can do that. 

“The ideas we've come up with for 


(Inset, left) "The way you edit the 
kits is slightly different," offers Jon. 


(Left) The Mega Drive version in 
action. 


(Below) Chris 'Chappers' Chapman. 


Sensible World Of Soccer are basi- 
cally common sense. We haven't 
taken ideas from any other games. 
The main reason for including the 
foreign teams is so that the game 
will appeal more to other countries.” 
Well space is against me once 
again so we must bid farewell to 
Sensible Software and their plans for 
total football domination. Next 
month we'll probe deeper into the 
arcade section and reveal what the 
team hope to do to make Sen- 
sible Software even better — if 
that’s possible, of course. 
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(Above) The guys have a quick chat about some- 
thing football-related. 


(Below) Championship Manager Italia. But you 
knew that, didn't you? 
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(Left) The Intelek team smile for The One's read- 
ers. They are, from left to right: Ryan Hegarty, 
Andy Haynes and Oliver Collyer. 


We're not 
necessarily overly- 
keen on computers, 
we're more football 

fans first and a 
development 
team second. 


Continuing our football fever, Simon Byron speaks to Intelek, the creators of the highly- 
successful Championship Manager games. 


f you've ever thought that programmers work 
from dark and dingy offices on bustling inner- 
city High Streets then think again. Whilst this 
may well be the case for some software develop- 
ment teams, Intelek’s office/home is completely 
the opposite. Situated almost on top of 
Bournemouth beach (with its seven miles of gold- 
en sand, remember?), it has to be the most plush 
place I’ve ever conducted an interview in. Not that 
I'm envious at all. Oh no — give me the view of 
high-rise skyscrapers, huge multi-storey car parks 
and slums from my bedroom window any time. 
No, really. 
Still, Oliver Collyer, Andy Haynes and Ryan 
Hegarty, the team behind the phenomenal 
Championship Manager series have certain- 
ly worked hard for their success. In fact, 
their games are held in such high regard by 


the gaming public that | know of people who 
have bought Amigas solely to realise their man- 
agerial aspirations. And you know what they say: 
the public is always right. Or something like that. 

So how do you create games like this? How 
much research goes into each one? And can | 
move in with Intelek? For all these answers and 
more, read on... 


Oliver: It started off roughly five years ago when 
my brother and | began work on the original 
Championship Manager. That sold reasonably well 
so | got together with Andy, whom I'd know for 
a long time, and decided that we should produce 
an updated version. It was at that point that 
Intelek was formed. 


Andy: Oliver made it up when he was drunk! 
Oliver: Yes, that’s about the size of it. If anything 
it relates to the kind of games we produce; they're 
suited to intellectuals, people who want more 
than mindless arcade games. We are the thinking 
man’s software house. You won't get immediate 
satisfaction from the games we create but you'll 
end up playing them for months, if not years. 


Andy: Mainly because we didn’t have a decent 
football management game to play. 

Oliver: We were fed up with the lacklustre nature 
of most of the games around at the time. Some 
were okay-ish, but none were outstanding. 


Andy: So we took a look at the software available 
at the time, picked out the bits we liked and 
added what we thought was missing to make a 
a truly realistic game. 

Oliver: Our first game was based around a ten- 
team Super League system. It kept crashing all 
over the place. | remember sitting hunched over 
our Amstrad C128s trying to figure out exactly 
where we were going wrong. The game then 
evolved onto the Atari ST, which was state-of-the- 
art at the time, and then onto the Amiga. 


Oliver: | think all the best bits of that game are 
still in what we're doing now. 

Andy: There are plenty of features we've kept in 
but we’ve added about another fifty options. 
Oliver: The major difference is that all the infor- 
mation in the game is real and not fictional, 
which makes a huge difference. In the original 
game you'd end up with about ten players with 
the surname Williams in one team. What's sur- 
prising is that there is still the same amount of 
depth in Italia as there was in the original Cham- 
pionship Manager. It’s just that the game as a 
whole has had a few tweaks here and there and 
now runs substantially faster. 


Oliver: It was a combination of personal interest 
and the fact that Italy has some of the greatest 
sides in the world. 

Andy: The Serie-A is undoubtedly the best league 
in the world and contains some of the most tal- 
ented players. We felt that the opportunity to 
manage teams like Inter Milan and Lazio would 
provide the ultimate challenge. 

Oliver: Also, it’s a different way of life over there. 
Most clubs have got loads of money to spend on 
getting in the top players and building up a real- 
ly good side. And because Championship Man- 
ager Italia allows you to buy in players from 
around the world you can create your own per- 
sonal Dream Team. 

Andy: Channel 4 have done a lot to raise the pro- 
file of Italian football and no-one has ever done 
a proper fully-blown management game around 
it. But now — surprise, surprise — it appears that 
other football management games are being 
given an Italian version. So we must be doing 
something right. 


(Left) 
Bournemouth High 
Street in the rush 
hour. Who on 
earth would want 
to live there? 


(Below) A cleverly 
set-up shot featur- 
ing — yes! — 
Andy, Ryan and 
Olliver, the foot- 
ball-mad stars of 
TV's Intelek. 


Oliver: A couple of years ago we wouldn't have 
dreamed of doing an Italian version but since 
Gascoigne moved over there, its popularity has 
soared — the Sunday viewing figures prove that. 


Oliver: Rumour has it that Billy Bonds played the 
game as Weymouth and got relegated out of the 
Thrid Division, so you can read into that what you 
will. 

Andy: As far as we can see it’s got all the features 
in that we think you'd need... 

Oliver: ...but as to whether or not it’s totally real- 
istic, well, we'd need the comments of a real 
football manager for that. The main thing is, it’s 
enjoyable to play. 

Andy: You have to remember that if you were a 
real football manager you'd only get one chance; 
you wouldn't be able to save the game and start 
again if you messed up. 


Oliver: We had no choice, really. When we first 
had the idea of doing an Italian version, we asked 
Domark whether they'd be interested in publish- 
ing it and they told us that they didn’t think there 
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was a market for a management game based 
around Italian soccer. What they have done is 
taken the code and marketed the game in Italy, 
but they were reluctant to do the same over here. 
Andy: Because they are heavily into publishing 
computer games, they didn't realise that there 
are loads of people who are interested in Italian 
soccer. We knew the game would do okay over 
here. And it has. 

Oliver: However, Domark have now come back to 
us and ordered a few thousand copies to go into 
the shops. 


Oliver: No, | look forward to playing it! 

Andy: You can have all the stats that you like in 

a game, but it’s how well it’s implemented. | hon- 

estly can’t see how the managerial aspect of Sen- 

sible World Of Soccer will be as in-depth as our : 

games. : 

Oliver: Sensible Software have proved that they : 

can do really decent arcade football game. | think : 

we've proved we can do really decent in-depth : 

management games. It’s hard to see exactly how 

you can blend the two together. 

Andy: The trouble with doing marrying two gen- 

res is that you run the risk of putting off people 

who don’t like one of them. Loads of people love 

Sensible Soccer, but it’s hard to see football man- 

agement purists preferring it to one of our 

games. 

Oliver: That said, if anyone can successfully com- 

bine the two genres then it’s Sensible Software. 
| 
| 
: 
: 
| 


Oliver: | think everyone wants to do better than 
the manager of the team they support. For exam- 
ple, if you go on the terraces at a top-of-the-table 
clash, you'll still hear people complaining about 
the manager for one reason or another — even 
though both teams are doing well. These man- 
agement simulations give gamers the opportuni- 
ty to see how well they'd get on. 

All that said, the Championship Manager series 
hasn't gone down as well on the PC. This may be 
something to do with the fact that the games 
don’t run from Windows — although we are cor- 
recting that — or that PC owners are put off by 
the look of the games; after all, with all the fast- | 
moving Gouraud shading a PC is capable of, text | 
screens do look a bit dated. 
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1994 by Interactivision A/S 


Naughty Ones is a hilarious game, GET THEM BEFORE THEY GET YOU!!! 


with bags of action, and superb More hidden bonuses, the most * Contains 5 completely different worlds of 
graphics. Enjoy level upon powerful weapons and the fastest action-packed levels. 
exhilarating level of the finest gameplay make Naughty Ones * More than 80 different game screens using 
gameplay ever to be seen on your one of the most spectacular high-quality graphics. 
Amiga. platformers of all time. * Optional 1 or 2 player mode. 

* A large amount of diverse enemies. 
Are you ready for the most * 


Lots of special and point giving items. 


challenging enemies ever. Contains hidden bonus-screens. 


Battle your way past psychopathic 
robots, firing stars and the un-dead 


mummies of ancient Egypt. ratte AVAILABLE FOR AMIGA 
Are you brave enough to ri ; 
tackle maniac mechanics kompart (UK) Limited INTERACT MMISION AMIGA AGA and CD32 


and blood thirsty Russians. Phone (0727) 868005 rHE NAME OF PRECISION | @L OMY 20.99 
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if you want to know about every major footy game 
planned for this year then you've come to the right place. 
Join David Upchurch on the terraces as he yells... 
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a! ‘Ere we DON'T go, more like. It's not a good time to be a foot- 
ball-loving citizen of the United Kingdom, what with England, 
Scotland, Wales and Northern Ireland all kicked unceremonious- 
ly out of this year’s World Cup at the qualifying stages. World Cup fever? 
I've a feeling that most of us will just be feeling plain sick. As a parrot. 

Still, that hasn't stopped just about every software company in the 
known universe developing their own footy game, in a rather blatant 
and somewhat sickening attempt to try and cash in on the buzz that 
will no doubt be generated by the world’s foremost footballing event. 
But which of these games will be the Germanys of the games world and 
which will be the San Marinos? 

To help you decide we've compiled a massive preview of every major 
football-related release due out this year. And, in case you're planning 
to place any bets, we've asked all the developers for their expert opin- 
ions as to who they think will win the real World Cup. As if they'd real- 
ly have any idea. 

We've had the Big Match interview with Intelek and kicked-off with 


Sensible Software, so now it's time to watch the rest of the game.. 


WORLD CUP 


U.S.A. ‘94 
U.S. Gold 


or: again it's Birmingham- 
based US Gold who've obtained 
the rights to produce the game of 
the, er, game. Yup, accept no cheap 
imitations because World Cup USA 
‘94 is the totally official World Cup 
tie-in. Unsurprisingly the game is 
completely based around the tur- 
nament (so don't expect to see any 
League tables), with the player able 
to take control of any one of the 24 
qualifying teams and hopefully lead 
them to World Cup victory. 

“With World Cup USA ‘94 we 
wanted to achieve three main cri- 
teria,” explains Tony Bickley, the 
game's producer. “We wanted it to 
play the best game of football in 
the world, we wanted it to be the 
most user-friendly game in the 
world and we wanted it to have the 
most customisable features in the 
world.” 

To achieve these aims, Tony and 
the coders Tiertex have written a 
huge number of editors that will 
allow you to alter almost any of the 


game's features. Of course there are 
editors that let you do the usual 
things like alter your team’s line-up 
and tactics — you couldn't have a 
decent footy game without ‘em — 
but also there are editors that let 
you customise the way the game 
actually plays. 

“Say you want to play with the 
ball sticking to your foot,” explains 
Tony. “In that case you can set the 


‘glue’ factor to maximum. But if you 
like the ball to bounce away from 
your foot you can reduce the glue 
factor.” 

There are a whole host of other 
variables that you can alter, allow- 
ing you to turn the game from sim- 
plistic kick-about into a fast-paced, 
complex simulation with a few joy- 
stick clicks. You want it your way at 
USG, you got it. 

World Cup USA ‘94 is set to be the 
most comprehensive footy game 
ever too, boasting just about every 
gameplay feature you've ever seen 
or heard of. “We checked out every 
game released in the last year and 
a half,” says Tony, “and basically 
anything that enhanced those games 
and fitted in with our game style has 
been implemented. The rule is that 
anything anybody else's game has 
got, we've got.” 

The game's designers have gone 
for a fairly traditional, some might 
say old-fashioned, graphic style. “We 
went for the top-down view 
because that gives you the pin-point 
accuracy of play,” says Tony. “The 
trouble with that, though, is that 
you don’t get to see any player ani- 
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mation or strips or stuff like that. 
So what we've done is go for a top- 
down view but with a slight angle 
on it, so you get the best of both 
worlds.” 

To add a touch of levity to the 
proceedings the game will incorpo- 
rate Striker the dog, the ‘94 World 
Cup's official mascot, who'll pop up 
in animated intros and outros, 
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which will vary depending on 
whether the player wins or loses the 
cup. 

World Cup USA ‘94 should be 
released in June, just in time for the 
start of the real World Cup. And if 
the finished result walks the walk 
as well as its creators talk the talk, 
it should be just about everything 
you've ever dreamed of in a football 
game and there's no reason why it 
shouldn't sell by the bucketload. 

“Sensible Soccer is probably our 
strongest opposition,” reckons 
Tony. “To my mind it's the best soc- 
cer game on the Amiga, and I want 
to beat it!” 


WORLD CUP 
PREDICTION: 


“The Americans will win 
‘cause they'll cheat — 
they've already cheated 
in the draw!” 


n the dark days B.S. (Before Sen- 

sisoccer), there was only one footy 
game that really mattered — Kick 
Off 2. Here at EMAP Towers the 
game became such an obsession 
that people missed lunch and even 
deadlines to play it. And now it's 
back, back, BACK! 

Steve Screech, one of Kick Off 2's 
original programmers, is overseeing 
development for Anco/Imagineer, 
with Enigma Variation handling the 
actual coding chores. At the 
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moment the SNES game is the near- 
est to completion (in fact, the 
screenshots you see here are 
from that version) but the 
Amiga one isn't far behind 
and should look and play 
identically. Which is a good 
thing — we've had a go on 
the SNES version and it's a 
corker. 

The most obvious differ- 
ence between Kick Off 3 and 
its predecessors — and perhaps 
the most disturbing as far as 
Kick Off purists will be concerned 
— is the game's change from an 
‘overhead blimp’ view to a side-on 
view. Why, the nation’s fanatical 
Kick Off heads cry, why? 

“So many people criticised the 
overhead view,” explains Garry 
Williams, Imagineer's ebullient mar- 
keting manager. “They said it made 
the game look more like Ping-Pong 
than football, so with Kick Off 3 we 
decided to do something different. 
And to be honest, after Kick Off 2 
and Sensi, there wasn’t really any- 
thing new that anybody could think 
of to do with that perspective.” 

The main advantage of this view 
is that it allows much improved ani- 
mation on the players, with the 
players running, kicking, heading 
and saving just like their real-life 
counterparts. 

“The Amiga version will be the 
best of them all,” states Garry “Pro- 
gramming-wise, you just can't get 
the speed out of a SNES that you 
can out of an Amiga. In terms of 
graphics then you're going to get a 
prettier game on the SNES or 
Megadrive, but in terms of speed 
then the Amiga's much better.” 

The importance of speed isn't so 
much for driving the graphics — 
after all, the SNES can lob sprites 
around with the best of ‘em — but 
for making sure the computer-con- 
trolled players behave in something 
approaching a realistic manner. 

Of course, this is important in any 


management game. This, the boys 
promise, will be a true sequel to 
Championship Manager, boasting 
much improved presentation and a 
host of sexy new features. Real work 
has yet to be started on it, but 
chances are it may be an A1200- 


volume of data that the team 


Due for a Christmas 
release from Intelek is yet 
another as-yet-untitled footy 


only game due to the sheer 


hope to incorporate. More 
news soon... 


decent footy game but it's especial- 
ly so in KO3 since all the teams fea- 
ture what Garry calls “playmakers” 
— hugely-talented players who will 
always try to do the best thing pos- 
sible, such as pass to someone in the 
penalty area or go for goal whenev- 
er a good opportunity arises. In 
other words, they're the Gazzas of 
the computer footy world. Except 
they don’t wear comedy plastic 
breasts. 

Depending on which position 
these ‘playmakers’ play, the whole 
way a team performs changes. And 
thanks to this system it's been pos- 
sible for Steve and the boys at Enig- 
ma to model the playing styles of all 
the competing teams to a surpris- 
ingly realistic degree, which in Eng- 
land's case means they'll always 
lose. (That was a ‘gag’, by the way.) 

Another neat idea is the use of 
‘set plays’ or pre-arranged strate- 
gies. It works a bit like the system 
used in EA's John Madden's Foot- 
ball; whenever a corner, a free kick 
or something similar comes up each 
team gets a chance to pick a set play 
— the idea being that each player 
tries to out-guess the strategy that 
their opponent will use. It may 
sound a bit long-winded but it 
works brilliantly in practice. 

There's loads of other neat stuff 
in Kick Off 3 but there really isn't 
the space to do it all justice here. 
Actually that’s probably a good 
thing, as Garry is uncharacteristical- 
ly tight-lipped about revealing too 
much of what they're up to. “In 
Kick Off we invented aftertouch and 
just about every footy game that 
came after used it too,” explains 
Garry. “Basically, we don't want 
anybody nicking our ideas.” 

Going on what we've seen so far 
and given Anco’'s footy track record, 


Kick Off 3 looks like it could easily 
reclaim the Amiga Football Cup from 
Sensisoccer. We'll find out for sure, © 
however, when the game’s released 
on May 18th. But if you can't wait 


that long, why not tune in next 


month for an in-depth Work In | 
Progress? 


WORLD CUP 


PREDICTION: | 
“Germany, definitely. 
Brazil's team is too young 
and hasn't got it together 
yet and Argentina's is too 
old, so the only ones in 
form are Germany.” 


SIERRA WORLD | 
CUP SOCCER ‘94 


Sierra 


hat is going on? One minute 

Sierra announce to the world 
that they're abandoning the Amiga, 
the next we hear that they’re devel- — 
oping King’s Quest VI for us! And 
now, in a shock announcement, it’s | 
revealed that they've got a footy | 
game in development. That's right 
— Sierra, the graphic adventure spe- — 
cialists, are doing a sports simula- | 
tion! Has the world gone mad? 

However, having seen the game it 

looks like there must be method in — 
their madness, because it’s shaping 
up to be a cracker. The most impres- 
sive aspect of it is the graphical style. 


England 0:1 Saudi Arabie 


The game uses a slightly 3D-ish angle 
to view the play and there’s some 
spectacular animation on the play- 
ers, which is all the more incredible 
given the size of the sprites — in all, 
Sierra reckon that there are over 
4000 animation frames. 

There are tons of incidental ani- 
mations throughout the game too. 
The referee, for example, will actual- 
ly blow his whistle and give out yel- 
low and red cards as necessary. 
Should a player be injured, a physio 
will run on and tend to the fallen 
hero, raising his hand to call for 
stretcher team should one be need- 
ed. And players standing in the wall 
will protect their ‘family jewels’. It’s 
all pretty amazing to look at, to be 
honest, and helps generate a phe- 
nomenal atmosphere. 

There’s also an excellent replay 
feature, which allows you to rewind 
and fast-forward through the last 


few seconds of the game at almost 
any speed you want, allowing you to 
capture those goal-scoring moments 
perfectly. 

But it’s not all graphics, because 
the game plays as good as it looks. 
In fact, Sierra World Cup Soccer ‘94 
could well turn out to be the dark 
horse of the season. Look out for it 
in a couple of months’ time. 


WORLD CUP 
PREDICTION: 


“There's an outside 
chance Colombia could 
win it,” reckons Steven 
Dunn, the game’s 
programmer. “They did 
seriously well qualifying 
— they beat Argentina 
five-nil.” 


WORLD CUP 


STRIKER 
Rage Software 


In between extended 
bouts of coding on Guardian 
(see WIP on page 36), Mark 
Sibly is tinkering with an indoor 
footy game written using Blitz 
Basic 2. No firm release date is 
set yet, but our guess is you 
can expect to see it around 
May time with a 
budget price tag... 


~ 
+ 


4 
o 
a 


a 


f all the games previewed here, 

World Cup Striker is the fur- 
thest away from completion. In fact, 
development work has hardly been 
started on it yet because the Liver- 
pool-based company has been 
spending most of its time so far fin- 
ishing off the SNES version, shots of 
which you can see here. 

World Cup Striker is, of course, 
the long-awaited sequel to Striker, 
one of the most popular Amiga 
footy games of all time. And WCS 
looks set to repeat that success 
when, all things going well, it's 
released this Christmas. 

Like the original, WCS uses a 
slightly 3D-ish angle to depict the 
footy action. This time around, how- 
ever, there's also an option to 
switch between a side view and a 
top view. The nice thing about this 
is that you can do it at any time dur- 
ing the match, allowing you to view 
all those classic replays from a vari- 
ety of angles. 

Unfortunately, though, there is a 
price to pay for all this player 
power. “At the moment it's looking 
like the game will only appear on 
A1200 and Amiga CD32,” claims 
Paul Finnegan, Rage's_ boss, 
“because we're going for things like 
a fully-textured pitch, which we've 
got in the SNES version. It's very dif- 
ficult to do on an A600 — it just 
hasn't got the power or the memo- 
ry.” 

But the A500/600 owner's loss is 
the A1200/CD32 owner's gain, 
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because WCS promises to be a graph- 
ical tour de force. “We've tried to 
make the game look as realistic as 
possible,” says Paul. “You've got to. 
There are tons of footy games out 
there and yours has got to be a bit 
special to stand out from the rest. 

“So we've done things like digi- 
tise the penalty sequences, with all 
the animation being taken from real 
footage. Likewise the animation on 
the players during the match has 
been rotoscoped. We hired a studio 
for a few days and filmed this guy 
against a blue screen, making him go 
through all the possible moves.” 

What this means is that your play- 
ers go through all sorts of contor- 
tions during the game, kicking, 
heading, back-kicking and every- 
thing. However, Paul promises that 
WCS will still play like a dream, even 
with all these bells and whistles. 
“The playability's the main thing — 
it’s got to play well, even if that 
means sacrificing a little bit of real- 
ism,” he says. 

One of the main complaints about 
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the original Striker was the player 
intelligence, as it was a little too 
easy to become top of the league. 
That's all changed in WCS, though. 
“We've spent a lot of time on the 
computer intelligence,” says Paul. 
“A lot of people commented on the 
fact that Striker's goalies were easy 
to beat — once you mastered the 
technique you could score every 
time. They're a lot tougher now.” 

Even though they'll probably be 
the year's last footy game, Paul is 
confident that WCS will be the best 
of the bunch. “We've been building 
on the Striker engine now for over 
two years and it's been fine-tuned 
over and over again,” he concludes, 
“and now I think we're getting it 
pretty close to being the best foot- 
ball game possible.” 


WORLD CUP 


PREDICTION: 
“I think the Italians will 
win it, because of their 
stylish play.” 


(Above) These shots are from the SNES version of World Cup Striker. 
The Amiga game should look identical, but not so blurry. 


Not content with MU:PLC, 
Krisalis is considering developing yet 
another footy game set for release 
in time for the start of the World Cup. 
Provisionally entitled World Cup Soccer 
(imaginative these softcos, aren't they?), 
it’s likely to be based around 

the MU:PLC game engine 


but with the action 
viewed from the 
isometric-3D angle 
made so popular 
by EA‘s FIFA. 
Keep ‘em 
peeled... 


kay, so lovers of serious football 

game will no doubt be wonder- 
ing what on earth this is doing here, 
but it’s got the word ‘soccer’ in its 
title and that’s good enough for me. 
(You'd probably feel the same if you 
had to fill a five-page preview like 
this, believe me.) 

Brutal Sports Soccer is, of course, 
the sequel to the highly-violent and 
highly-successful fantasy sports sim 
Brutal Sports Football. But hang on... 
Football? Soccer? Aren’t they the one 
and the same? Well, yes, but the first 
game was based loosely on Ameri- 
can football, so there was lots of car- 


Set for kick-off in May 

is World Cup Soccer Star, a ma 
agement/arcade football game. 

The game is based on Soccer 
Star, a play-by-mail jobby that’s 
been on the go for ten years and 
is enjoyed weekly by more than 

10,000 people — now that’s 
what I call play-testing. This will 

be followed by a sequel, 
League Soccer Star, around 
Christmas time... 


rying and passing the ball, while this 
one is based loosely on British foot- 
ball, so it’s all about nifty footwork, 
no hands allowed — unless you use 
them to poke an opponent's eye out, 
in which case it’s okay. 

“It follows the same theories 
behind Brutal Football,” explains 
Keith Smith, Millennium’s PR bod, “in 
that it’s not just about getting con- 
trol of the ball, it’s also about beat- 
ing up your opponents — it’s basi- 
cally no-rules football.” 

Given the rigorously accurate 
authenticity of just about every soc- 
cer game in development, BSS will be 
refreshingly free of nit-picking rules 
and regulations. “There will be no 
backpass rules or offsides,” says 
Keith. “We did consult with FIFA but 
in the end we thought no. There will, 
however, be loads of punching, 
gouging and general fisticuffs. So 
the spirit of the modern game is 
there. We've based a lot of it on the 
Italian league.” 

As you can hopefully see (and we 
apologise for the crap nature of 
these screenshots — normal service 
will be resumed as soon as possible), 
BSS uses a detailed isometric-3D 
angle to display the action. This 
means that developers Teque can go 
to town on the player animation, so 
expect to see the violence depicted 
with an even greater degree of 
graphic excess. 

“The sprites are huge, much big- 
ger than the ones in Brutal Football. 
The game’s also much faster than 
Football — it runs at about the same 
speed as Goal!” claims Keith. 

As well as the new graphic style 
there’s also a new range of power- 
ups to enjoy, including — it says here 
— exploding balls, which sounds 


very painful but should help keep the 
body count high. 

“We've got high hopes for Brutal 
Soccer,” says Keith, summing up. “| 
think it'll be a nice break for every- 
body, what with all these other seri- 
ous football games coming out. It’s 
something a bit anarchic, you know? 
With the World Cup on the telly and 
Brutal Soccer on your Amiga you're 
going to have a football-tastic time.” 


WORLD CUP 
PREDICTION: 


“Ha-ha-ha! I would 
dearly love the Republic 
Of Ireland to win. 
[Keith's wife, let me 
explain, is Irish.] But I'd 
certainly have a side-bet 
on Germany — you can 
never count them out. 
Love ‘em or hate ‘em, 
you can’t ignore ‘em, as 
they say. [Only if they're 
desperate, Keith.]"” 


MANCHESTER 
UNITED: 
PREMIER 
LEAGUE 
CHAMPIONS 


Krisalis 


ike Anco, Krisalis isn't exactly 
eae to the computer footy 
game business. Premier League 
Champions, which is due to hit the 
shelves next month, will be the 
company’s third Manchester United 
game, and it’s also enjoyed consid- 
erable success with its John Barnes 
and Graham Taylor licences. 

While most of the other games 
previewed in this feature centre 
around the World Cup, MU: PLC 
sticks firmly with the home leagues, 
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allowing you to control any club 
from the Premier League, Endsleigh 
League or GM Conference and guide 
them to F.A. and League Cup victo- 
ry- 

ironically, just when Anco opted 
to change Kick Off's viewpoint from 
top-down to side-on, Krisalis has 
decided to do exactly the reverse — 
whereas the previous Man. Utd 
games were side-viewed, Premier 
League Champions is played from a 
more Sensi-like vantage point. 
“Basically we decided that there 
was no way we could improve on 
the sideways view,” explains Tony 
Kavanagh, Krisalis boss, “which is 
why we made the change.” Don't 
be fooled, though; while MU:PLC 
may look a lot like Sensi, it plays 
very differently. 

“Sensible Soccer appeals to 
everybody — even those people 
who don't like soccer — because it 
plays a very good arcade game,” 
says Tony. “What we've tried to do 
in MU:PLC is still appeal to the 
broad range of people but aim it 
more towards the guy who's a real 
football enthusiast.” 

Enthusiasts, in fact, like the 
game's in-house developers. They're 
all keen football fans, something 


which shows in the exhaustive 


FEATURE 


FANTASY FOUIBALL 
LEAGUES 


range of features the game offers — 
almost every rule and regulation is 
accounted for — and the plethora of 
between-match stats screens, which 
allow the player to perform an in- 
depth analysis of just about any 
aspect of their team’s performance. 

During the match you have a 
huge degree of control over how 
your player's perform thanks to 
what Krisalis are calling the Tacti- 
Grid™. This allows you to change the 
tactics and playing style of every 
team member individually. And 
according to those who've played 
the game, it works brilliantly. 

MU:PLC has been in development 
for about a year now — four months 
more than Tony had hoped. “Get- 
ting the realism right has been the 
thing that's taken so long and caus- 
ing the programmers to tear their 
hair out,” he explains. “It shows in 
things like the goalkeepers; rather 
than being stuck on the line they'll 
actually come out into the area to 
save the ball. The other thing is that 
players actually play better if their 
stats are better — the stats really 
mean something.” 

Phew! Thank goodness for that — 
given that MU:PLC features over 
3,000 players, each with their own 
huge set of stats, it would be a 
shame if all those little numbers 
were going to waste, wouldn't it? 


We'll be giving MU:PLC the full 
once-over next month, so be there 
or be cuboid. 


WORLD CUP 


PREDICTION: 

“My head says Germany 
will win but in my heart I 
don't want them to! I 
think if England had 
qualified they'd have had 
a good chance, to be 
honest.” 
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Winter Olympics is the most heart-pounding, 
knee-trembling sports sim. you've ever had the 
courage to face. 


Screen shots from IBM PC 
format. 


You're up against the world’s greatest winter sportsmen 
in a race of mammoth speeds. Competing in ten spectacular 
snow-capped events, you'll need every last ounce of strength, 
skill and staying power to beat the rest and tame the piste. 


© LOOC 1991 © 1993 U.S. Gold. All rights reserved. U.S. Gold Ltd., Units 2/3 
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Screen shots are only intended to be illustrative of the gameplay and 
not the screen graphics which may vary between formats in quality 
and appearance and are subject to the computer's specifications. 


att was not happy. “I'm getting 
pretty sick of spending my time 
thinking up ‘weird’ and ‘amusing’ 
intros,” he shouted, “only to have them 
edited and cut down into pathetic diluted 
versions that lack the content of the orig- 
inal. IT JUST WON'T DO!” The meeting 
room went silent. “Oh, I see.” said David, 
visibly stunned, “Well, what do you intend 
to do from now on?” Simon looked across 
c ie Be at David, concerned for his large chum’s 
welfare. “It's quite simple,” replied Matt, 
gradually calming down, “I'll just be 
ao churning out the normal crap and calling 
E it — WIP intro.” And, of course, he did. 

And, of course, er, it was. 
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ave you got any mates who 
own a Super NES? Yeah? 
And are you sick to death 
with them banging on about how 
ber-bloody-rilliant Starwing is? 
Yeah? And do you wish that you 
had an equally impressive game on 
the Amiga that you could slap in 
their faces to make them SHUT THE 
FLIP UP? Well, as Robin Williams 
said in Mrs Doubtfire (or was it 
Aladdin?), your wish is granted. 
Coming this Easter from Acid 
Software, the people who brought 
you Blitz Basic 2 and Skidmarks, is 
Guardian, an action-packed 3D 
shoot-’em-up for the Amiga that 
makes Starwing look like Psion’s 
Flight Simulator on the ZX81. The 
game is being written by Mark 
Sibly, the author of Blitz Basic 2, 
and although he’s only been work- 
ing on it for four months, it's 


m WORK IN PROGRESS 


Acid Software set out to prove that you don’t need over-hyped 
custom graphics chips and a hefty price tag to make a top 3D 
action game. David Upchurch prepares to do the Starwing thing... 


action. There won't, for example, be 
any nauseatingly cute woodland 
creatures talking gibberish to each 
other. Also, whereas Starwing 
forced you down a 3D ‘channel’, in 
Guardian you're allowed to roam 
the game world quite freely. And 
Guardian won't cost you £60 for the 
privilege of playing it, either. 

In fact, in gameplay terms if 
Guardian is inspired by any game 
it’s by the classic coin-op Defender. 
However, instead of trying to stop 
the aliens kidnapping humanoids, 
you've got to protect the city’s vital 
buildings and installation from 
destruction. Should too much of the 
city be destroyed then you've failed, 


pA already looking so incredible, when and not only will your homeworld 
he showed it to me! had to pinch be invaded the aliens will eat you. 
< myself to prove | wasn’t dreaming. ; Probably. 
So how did the idea for Guardian This shot is taken from one of the earlier versions of Guardian, where the Like Defender, each enemy ship 
ee pine gameplay was fairly linear — here, for example, you're required to negoti- F eh 
moi erin | just roa doa ate an obstacle course. The final game is likely to be more free-flowing. has its own unique attack pattern 
game that was actually Tun to 
play, like the old C64 game 
= Encounter,” says Mark. “Most 3D » 
; ae It’s not really 
games are either serious flight sims 
O or driving games, and | wanted to that hard to do 3D on the 
— combine that look with more Amiga — once you know 
action-based gameplay.” how it's done. 
It’s true to say that there aren't 
G that many out-and-out action 3D Mark I 
games. Why does Mark think this Guardian's creator. 
ip is? “I don’t really know,” he admits. 
“| guess it’s because most people when the project was in its first 
_— who are into 3D tend to be fairly stages of development it had the 
serious people who are more inter- working title of Sibwing! It’s Star- 
aa ested in the simulation side of wing's simple yet well-designed 
ws things. But because of Starwing! gameplay that Mark admires most, 
think we're probably due for a_ rather than the 3D which, by Amiga 
> phase of action 3D games, like that standards, is good but not that 
Zeewolf, for example [from Binary good. Mark’s 3D _ engine, for 
= Asylum which was extensively pre- instance, is much faster than Star- 
viewed last month].” wing’s, updating at a silky-smooth 
< Mark makes no apologies forthe 17 frames per second. 


rather obvious influence that Star- 


To be honest, Guardian bears lit- 


wing has had on Guardian’‘s __ tle real resemblance to Nintendo's 


$ é This shot is taken from the most recent version of the game, complete with 
look and feel. He’s abig fanof game other than that they both 4 detailed information panel showing you your score, shield energy left 


the Nintendo game — indeed, employ polygons to depict the and how many lives and smart bombs you have remaining. 
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depending on its type; for example, 
some will make it their sacred duty 
to home in on the player’s ship and 
destroy it, while others will concen- 
trate more on levelling the city. 
These similarities to Defender are 
no surprise, actually — Mark is a 
huge fan of the coin-op. In fact, he 
wrote the PD game Oblivion, which 
we gave away on a coverdisk some 
months ago, which is probably the 
Amiga’s definitive Defender clone. 
He also wrote the A1200-only game 
Overkill for Mindscape, another 


Guardian 
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Mark Sibly (game design, programming & 


3D object design). 
September 1993 
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Based in New Zealand, Acid Software are the coding 
whizzes behind the stunning Blitz Basic 2 and the equally 
amazing Skidmarks. Originally formed by just two men, 
Simon Armstrong and Mark Sibly, Acid now has representa- 
tives in Europe and America. Acid's HQ is actually in the 
same building as Vision Software, the team that wrote 
Woody's World, and the two often help each other out with 
coding and graphics problems. How nice. 
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about. “I got hold of a book which 
had all the basic 3D formulae in it,” 
he says, “then a mate of my mine 
showed me how to multiply matri- 
ces together [which, apparently, is 
very important when writing 3D 
code. — Clueless Coder Dave.] and | 
basically taught myself how to build 
a 3D engine from that.” 

“It's not really that hard to do 3D 
on the Amiga — once you know how 
it’s done. Since the 3D engine drives 
everything, it’s just a case of getting 
that right and then adding bits onto 


excellent Defender-style game. it.” > 
Up until now Mark has spent That's as may be, but there’s still 
most of his time perfecting the 3D no denying that it’s an impressive 08 
engine (which we'll come to later) achievement, packed with lots of 
and at the moment he’s still toying subtle but effective graphical tricks. a 
with various additional gameplay For example, although almost every —| 
ideas to those above. Although the Amiga game uses the Copper list to 
emphasis will very definitely be on graduate the colour of the ground mC 
fast-paced, exciting action, Mark's 8!@st an alien ship and it won't just ~~ Why the behind-the-ship view, and sky, I’ve never seen one where 
‘ : explode, it'll shatter — into adozen Mark? “I thought it worked really ‘ ' : — 
planning some form of task that will 6+ more fragments that will cascade _ well in Starwing,” he replies. “In 3D the graduation actually tilts with the 
have to be completed before you away from the stricken craft. “All games it’s very hard working out ship's movement. Mark did try to > a 
can move onto the next level. the 3D objects interact with each where you are, but with this view explain to me how he got this effect, 
At the moment it’s likely to be other,” says Mark. “You can actually you can see your ship and the shad- put jt all got very confusing and | GC) 
destroying alien power generators are Se Se ot ay Mia Lage om eb atc a started to develop a headache so he 
into buildings. lot easier. 
gave up. 
dotted about the landscape. Once Another nice effect is the moun- ~< 
these are eliminated an mothership tains on the horizon, which also tilt 
will descend down from space which with the ship’s movement. “They're © 
has to be fought in true end-of-level drawn using the A1200’s 64-pixel 
fashion. Once that’s out of the way hardware sprites,” says Mark. “All - 
you'll progress to the next level _ the different rotations are prestored 
which will be more the same but in memory, and are plotted accord- 
with a different environment to and _ ing to what angle your ship is at.” C) 
tougher aliens to fight. But this is, And then there are the pulsating 
Mark stresses, liable to change over power-lines connecting the various > 
the last few months of development. generators, which fade from a light 
One thing that is pretty definite is colour in the foreground to a dark i 


A close encounter with one of the aliens on a beautiful water world. There's 
some nice humorous touches throughout the game — here, for example, 
you may encounter a shark's fin gliding across the sea surface. 


that Guardian will have no end as 
such; it'll just carry on and on and 
you're aim will be to get as high a 
score as possible — much like in 
Defender, in fact. Mark’s currently 
toying with the idea of having a mas- 
sive map-like screen that you can pick 
your way through, so everytime you 
play you can tackle the various lev- 
els in a different order, but again 
that’s subject to change. 

Mark is remarkably modest about 
how his excellent 3D engine came 


colour in the back... 

“Er, they don’t actually — it’s an 
optical illusion,” interrupts Mark. 
“Because of the shading on the 
ground, which goes from light at the 
top to dark at the bottom, it just 
looks like the tracks are getting dark- 
er as they go into the distance 
because the surroundings are 
lighter.” 

Oh Mark, and | thought 
you'd done something really 
clever... 
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“Mmmm, yeah, perhaps | 
shouldn't have told you that...” pon- 
ders Mark. 


In essence the 3D runs in 16 
colours, mainly due to the fact that 
Mark’s code makes use of the 
A1200/CD32's dual-playfield mode. 
This allow you to display both a fore- 
ground and a background screen at 
the same time, although with a 
palette restriction of 16 colours on 
each. 

All the objects — ships, buildings, 
trees and so forth — are drawn on 
the foreground screen, while the 
background screen is used to gener- 
ate that tilting sky and landscape 
effect. The benefit of this is that 
since the objects aren’t actually 
drawn onto the background, they're 
much easier and quicker to plot and 
remove, speeding up the 3D no end. 

Although Mark is developing 
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Acid Software's next release will be a budget title by the 
name of Centre Court. Written in Blitz Basic 2, it's a tennis 
game, complete with tournaments, a two-player mode and 
a whole host of other features. It may not look like much 
from the screenshot, but let me tell you that's it's phenom- 
enally playable — they could hardly pull me off it at Acid 
Software. Expect it around March time. 
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One of Guardian's more 
recognisable nasties is 
this polygon-based 
scorpion. And it's even 
deadlier than its 
Earthly cousin. Cripes! 


Guardian on an A1200, it’s likely that 
it'll appear on CD32 first and then on 
the A1200. “It'd be nice for CD32 
owners to have something on their 
machine first,” comments Mark, 
“rather than just another A1200 
port-over.” 

Mark is planning to use the many 
buttons on the CD32’s joypad for 
making things like accessing reverse 
thrust, smart bombs and such like as 
easy as possible so that the game is 
supremely playable. During the 
game a stirring CD soundtrack will 
accompany the action to help gen- 
erate a tense, exciting atmosphere. 
How the controls will work on a sin- 
gle-button A1200 joystick has yet to 
be decided, but it’s likely the key- 
board will have to come into play 
somewhere along the line, but that's 
never been a problem before. 


(Above) There’s a strong chance that 
this flight through an asteroid field 
won't end up in the final game. At 
the moment it’s a small sub-stage 
between the main planet-bound 
shoot-'em-up action but Mark’s not 
sure how well it would tie into the 
overall gameplay. 


(Left) Mark has designed all the 
game objects himself using a simple 
3D modelling program he wrote 
using Blitz Basic 2. 
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Because Guardian's code exploits 
so many of the A1200 and CD32’'s 


special features, it’s unlikely that 
Mark will be writing a version for the 
A500/600. If he did, so much that 
makes the game special would have 
to sacrificed — like the Copper shad- 
ing, the mountains on the horizon 
and, most importantly, the speed — 
that there hardly seems any point in 
doing it. You never know, though... 

Although Mark has no specific 
plans for his next game, it’s likely 
that it'll be based around an 
enhanced version of his 3D engine. 
“| really enjoy programming in 3D so 
I'll probably keep on with it,” he 
muses. “There's a lot of possibilities 
with 3D...” 

And, as Mark’s showing with 
Guardian, those possibilities seem 
endless. 
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What's so bloody funny? The game is called SkidMarks, what's wrong with you poms? Not 
only has every Amiga magazine devoted columns of childish schoolboy humour when 
reviewing the game, they seem to have missed the point. The point is that SkidMarks is a 
communications revolution just waiting to happen! 


With a 2400 baud modem, registered SkidMarks racers will be able to compete in our national 
championship. Over the next few months we are fine tuning the comms code and polishing 
another 12 competetion tracks to kick the championships off this June. 


And if you haven't already got yourself a copy of the racingest, chasingest, car game of the 
decade then get your pedal to the metal and race down to your software shop now! 


BLITZ NEWS 
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New AGA support is now 
available for Blitz2. All the 
enhanced display capabilities of 
the AGA chipset have been 
made available ~§ to Blitz2 
programmers including 24 bit 
colour control, 256 colour 
screens, super hires horizontal 
scrolling, 64 pixel wide sprites 
and more. 


New GadTools support offers the 
applications programmer access 
to 12 new gadget types including 
sliders, scrollers, listviews and 
palette gadaets. New $ ASL 
support allows the opening of 
Screen, Font and File 
Requesters in single commands. 


Currently under development for 
release in subsequent BUM 
issues (Blitz User Magazines) 
"A milestone in Amiga games. One of the most playable racers ever... If future BlitzBASIC are: 
games are as good as this one, we are going to see the Amiga and CD-32 become the games 
machine of the decade... SkidMarks is for Car Racing what Kick Off was to Football." 


CU AMIGA SCREENSTAR (92%) “ Developers-Pack for creating 
Blitz2 user extensions 
"An immensely satisfying experience akin to peeling those stringy white bits off tangerines... * GadTools design utility 
SkidMarks is without doubt the best racing game | have ever played outside of an arcade" " =e 
AMIGA ACTION ACCOLADE (90%) CD82 specitic commane library 
* Highspeed animation lanquage 
"A no nonsense, adrenalin-pumping racer. SkidMarks is beautifully simple to play. Like * Rerelease of Blitz2 3D 
SensiSoccer, this is a timeless two-player game which is likely to be dragged out of your * 68020 optimized libraries 


collection time and time again." 
THE ONE (88%) 


lf you're programming the Amiga 
"It bring’s out those primal competitive urges, better than running around in woods naked and and haven't taken a serious look 


banging on big drums. It’s packaged playability, it's canned competetion. It is great!" 
FORMAT GOLD (90%) at the fastest growing language 


in the indusiry then do so now! 


Acid Software 
PO Box 3172 
Hampstead 
London NW1 9XA 
SOFTWARE ph 071 482 4066 
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Grandslam's fantastic car game looks like 
it'll be wheel-y good, reckons Simon Byron 
in his typical crap gag fashion. Yes, it's true. 


magine a racing game which has 

the emphasis purely on fun. Now 

picture a driving extravaganza 
with comical characters, additional 
weapons and breath-taking 3D rou- 
tines. Finally, consider a game with 
varied terrains and driving condi- 
tions, all wrapped up in some of the 
most intuitive gameplay around. 
Done all that? Good — you've just 
been thinking of Super Mario Kart 
on the SNES. Damn. 

But if | repeated the same instruc- 
tions this May, the title you'd end up 
with would be Bump ‘n’ Burn, 
Grandslam’s attempt to ‘do’ a Mario 
Kart on the Amiga. It’s being coded 
by Pieter Opdam, the programmer 
behind Borobodur, which older 
readers will remember for the way it 


The game allows you to pick one 
of seven characters and compete in 
the eponymous Bump ‘n’ Burn tour- 
nament. These races are lax affairs 
with participants being able to use 
any means available to hinder their 
opponents. What this boils down to 
is the need for out-and-out devi- 
ousness as you collect additional 
weapons and attempt to force other 
vehicles off the road. Your overall 
objective is to defeat the evil Count 
Chaos, who has remained champion 
since the tournament began. 

Bump ‘n’ Burn originally began 
life as an idea for a potential licence 
as Russell Kerrison, the game's pro- 
ducer, reveals: “We were trying to 
get hold of a licence and had 
already began work on the charac- 


combined a stunning ters, but we 
3D driving section soon. decided 
with distinctly average We don’t think § that the 3D 
platform antics, this kind of game engine Pieter 


resulting in atedious, 
if attractive, gaming 
experience. 
“A comment that 
kept popping up in 
magazine reviews of 
Borobodur was ‘If 
only they'd stuck with 
the 3D bit...’, confess- 
es Pieter, “so after 
generating a 3D routine for a project 
called Fort Kuwait [which has since 
been shelved], | decided to have a 
go at a full-blown driving game. 
“The routine for Bump ‘n’ Burn is a 
lot faster than Borobodur’s and has 
more detail on-screen. | just hope 

reviews of this game don’t pro- 
duce lines like ‘If only they'd 
put a platform bit in it!” 


has been done that 
well on the Amiga, 
and we’re going to 
put that right. 


Steve Sargent, 
Grandslam. 


had created was 
so strong the 
game could 
stand up on its 
own. | think the 
game works 
better now 
because we're 
not restricted 
by contracts 
and _ licences.” 

The development team behind 
this stylish racer make no bones 
about their inspirations. “We're all 
big fans of Super Mario Kart,” 
admits Steve Sargent, one of the 
Grandslam posse, “so we decided to 
try and do a similar kind of game on 
the Amiga. We wanted loads of 
gags, plenty of stupid weapons and 


IN PROGRESS 


(Above) Hey, guess what everybody? 
Yes, There’s a special Ice Level within 
Bump ‘n’ Burn so you can expect — 
nay, demand — all kinds of inertia- 
induced tomfoolery. Roadside 
objects such as these snowmen 
ensure that the route never looks 
too sparse, as well as providing 
something to crash into. 
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(Above) The Bump ‘n’ Burn tourna- 
ment can be played in two ways; by 
being an honest chap and letting 
your skillful driving do all the talk- 
ing, or by driving over the stars to 
collect new weapons and using 
them to hinder anything in front of 
you. Grandslam are adamant that 
you can decide how to race and 
have refrained from 

forcing players o 
into a particu- 
lar racing 
style. 


So what makes the game so special? “There has never been a cute driving 
game like Bump ‘n’ Burn,” thinks Pieter, “which is what makes it that bit 
different. The amount of roadside objects being displayed gives it a unique 
graphical feel and there are loads of different traps and hazards in every 


single level.” 


lots of hilarious animations. We 
don’t think this kind of game has 
been done that well on the Amiga, 
and we’re going to put that right.” 

However, the team may have 
been a bit optimistic when they set 
out to create a perfect Mario Kart 
clone, as Russell reveals. “Because 
the Amiga has no equivalent of the 
SNES’ dedicated sprite-scaling chip, 
there’s no way we can do a proper 
Mario Kart game. 

“The SNES game allowed you to 
virtually roam where you wanted to, 
and would have no problems with 
working out exactly where you were 


and keeping the screen update con- 
sistently fast. Unfortunately, doing 
this on an Amiga — to the extent 
it's been done on the SNES — is vir- 
tually impossible.” 

Once the team had realised the 
limitations they were working with, 
they quickly set about re-evaluating 
the features they could include in 
Bump ‘n’ Burn. 

“What we've done is taken what 
we consider to be the best elements 
of Mario Kart — the characters, the 
weapons system, that kind of thing 
— and adapted them into some- 
thing that can be implemented on 


Bump ‘n' Burn 
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Pieter Opdam 
(programming & graphics); Renier 
Van Vliet (music); Russell Kerrison 
(producer & game design); Paul 
Chamberlain (production 
controller). 
March 1993 


EERE EEE EERE EEE EEE EEE EEE EEE Eee 


SEER EEE EEE EEE EEE EERE EEE EEE EEE 


(Right) When two players enter the 
Bump ‘n’ Burn tournament, the 
screen divides into two equal areas 
portraying both player's actions 
simultaneously. You can opt to form 
an all-conquering alliance and wipe 
the floor with the opposition, or 
fight each other just for the hell of 
it. The choice, as they say, is yours. 
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“We've kept the same wacky style we originally intended. We spent a long 
time looking at cartoons to work out what makes a character ‘work’ and I 
think the amount of research we did has paid off,” smiles Russell. “The 
original graphics, about three or four levels, were created by Pieter, but 
everybody at Grandslam has given ideas and suggestions.” 


the Amiga,” says Russell. “So we've 
got loads of different races, hidden 
tracks and plenty of bonus features.” 

An important aspect of any driv- 
ing game is the speed of the screen 
update. After all, it’s no use making 
a racer look as realistic as possible if 
the road scrolls by at one frame per 
minute, is there? Oh no. 

So you'll be pleased to know that 
even with the amount of detail 
Bump ‘n’ Burn displays, it still shifts 
at a blistering pace — so much so 
that Grandslam have deliberately 
slowed the game down. 

“The speed of Bump ‘n’ Burn is 
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“I'm pretty pleased with the way the 
Futuristic level plays,” offers Pieter. 
“There's a complete lack of gravity 
so your car bounces all over the 
place, making this race totally differ- 
ent to all the others. It took a bit of 
time getting all the parallax working 
properly, but it was worth it.” 
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something that all the guys here have 
mentioned and we’re definately 
going to slow it down a bit,” states 
Russell. “Not to Buggy Boy’s speed, 
but something more much playable. 
However, | want to include the full- 
speed version so that if you manage 
to complete the game you'll get to 
race over all the tracks again but a lot 
faster. A lot of American games do 
this, but not too many English ones.” 

Pieter is optimistic about his obvi- 
ous talent and finds it hard to explain 
exactly how he managed to create 
such a speedy 3D routine. “I don’t 
know how | did it,” he shrugs. “It's 
currently updating at 25 frames per 
second, which is about the same 
speed as the first couple of Lotus 
games, but Bump ‘n’ Burn has more 
background objects. When the game 
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is being played by two players, there 
is a slight slow-down but I’m hoping 
to optimise the code to negate this.” 

Ah yes, the two-player mode. Like 
all decent arcade racers, Bump ‘n’ 
Burn will allow your mates to join in 
for some split-screen action. When 
there is only one player participat- 
ing, you can select either a full- 
screen display or one which shows 
the map of the course so you can be 
forewarned of any hazardous cor- 
ners or tricky sections containing 
damaging obstacles. 

Although the game is graphically 
comparable to one of the Lotus 
games, it actually plays a lot differ- 
ently. In fact, elements from Power- 
drift, Outrun, Buggy Boy and, of 
course, Mario Kart are all apparent, 
forcing the player to constantly 
adjust his tactics in order to stay one 
step ahead of the chasing pack. 

“With something like Lotus, 
you're basically overtaking and rac- 
ing against the clock,” reckons Rus- 
sell, “but Bump and Burn’s more 
about bashing the other vehicles 
around and collecting additional 
weapons. Some of the levels will be 
a bit like Outrun in so much as you'll 
need to reach checkpoints within a 
certain time in order to continue 
play; others will be simply complet- 
ing the required number of laps 
within the fastest time. It’s a real 
mix of gaming styles.” 

All the features the game con- 
tains are a result of lengthy brain- 
storming sessions by everyone 
involved with Bump ‘n’ Burn, as 
Pieter details: “I sat down at the 
start of last year with all guys from 
Grandslam and thrashed out a sto- 
ryline for Bump ‘n’ Burn. As we chat- 
ted, people kept chipping in with 
ideas for new features which we dis- 
cussed and evaluated. Any good 
ones which were technically possi- 
ble have made it into the game.” 

At the moment, the game is in a 
state of flux as new features are 
added and the gameplay tweaked. 
Certain things like the position of 
the information on-screen and the 
way weapons are collected are 
being constantly altered, so don’t be 
surprised if the game looks slightly 
different when we review the final 
version. However, one thing's for 
sure: if the finished game plays half 
as well as the preview version we 
saw, Grandslam are onto a 
sure-fire winner. Watch out 
for a full review soon. 
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Matt Broughton thinks up a really amusing intro to the WIP about Psygnosis’s sequel to 


the popular oldy Armour-geddon. But you'll never get to enjoy it, because he couldn't 
be bothered to type it in. 


equels are dangerous things. If 
S :: original was brilliant peo- 

ple are just dying to attack the 
follow-up, and if the original was 
crap people won't even consider 
looking at the follow-up. What's a 
guy to do? Well, probably the best 
thing is to just not worry about the 
consequences and produce the best 
game you can — which is exactly 
what Psygnosis is attempting with 
Armourgeddon 2. 

The original Armourgeddon is a 
few years old now but is still remem- 
bered fondly by lovers. of 
strategy/action games. It was one of 
the first games where you could plan 
major military offensives, and then 
hop at will into any of the battling 
vehicles and take an active part your- 
self. It was also an interesting game 
technically, rendering the battle 
zones with impressively speedy vec- 
tor graphics. 

Paul Hunter was part of the two- 
man team that produced the origi- 
nal, and was thus an obvious candi- 
date to work on the sequel. Most of 
A2's game design was due to Paul. “| 
was down at Psygnosis for a while 
asking some of the games testers if 
they had any ideas for improve- 
ments,” he says, “but there’s basi- 
cally only one other guy [Nick Bur- 
combe] who helped with the game 
design.” 

The original Armourgeddon sold 
reasonably well, something that Paul 
reckons was mostly due to the fact 
that it was probably the first vector 
game that allowed you to control 
more than one type of combat vehi- 
cle at once. However, when game- 
play criticisms came through from 
America, it was decided to produce 
an upgraded version — a sort of 
Amourgeddon V1.1. 

“| worked on producing an 
upgraded version for about three 
months,” says Paul. “But because the 

specification was _ constantly 
changing so much, Psygnosis 

then decided to go for a full 
rewrite. I've been working on it 


You need to be constantly developing and manufacturing vehicles to add 
to the war effort, and here’s where you do it. You have a finite number of 
scientist that can be allocated to various tasks and, fairly obviously, the 
more on one team, the faster that project will come to fruition. 
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(Above) One of the first things to 
be done in any game of this genre 
is, of course, to build up some awe- 
some squads of aggressive units. 
From here you can select what vehi- 
cle types you want in your ‘team’ as 
well as arm them in any way you 
see fit. You have pretty much free 
range as far as weapon selection 
goes, but you'll need to keep your 
R&D department well funded if you 
want to maintain decent supplies of 
weapons and units. 


now for about eighteen months, 
though | have been doing other 
things during that time.” 

At the time of writing, there’s lit- 
erally a few weeks of work left on 
A2, mainly hunting out the last few 
bugs and tweaking the gameplay to 
get it ‘just right’. 

“The main problem has been try- 
ing to get the thing to run with the 
operating system still intact so that 
you can install it to hard drive and 
things like that,” comments Paul. 
“I've also had quite a few problems 
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(Above) Look at those brilliant graphics! | expect you'll think they're even 
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better when you get to see a fully-operational version. 
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It’s not all 3D, you know. You can step back from the world of vectors if 
you feel more comfortable with good old 2D, and use the various tactical 
and statistical data to plan your campaign. The overall map area in 
Armourgeddon 2 is roughly ten times larger than that of its predecessor. 


with the Amiga 4040s, and still have 
in fact. | don’t know what it is about 
that machine, but it just doesn’t 
want to run the game properly. Luck- 
ily, | don’t think there are many 
4040s around. The market really 
demands that you go for the big 
numbers, which means that it’s got 
to run acceptably on an A500 really 
— if it doesn’t, it’s just going to kill 
the sales.” 

Though Paul has obviously picked 
up some new techniques since the 
original was written, the logic behind 
the programming has remained 
much the same. 

“| can't say for definite that there 
isn’t any of the original code in there, 
but I’ve totally rewritten the 3D 
engine and virtually everything else 
really,” says Paul. “The polygons in 
the original were all drawn purely by 
main processor, whereas now I've 
employed the Blitter instead. The 
techniques for clipping polygons still 
use the same algorithms as the orig- 
inal, even though the actual code has 
been rewritten to try to optimise it.” 

As far as the game concept goes, 
Paul really wanted to make the 
sequel more mission-based than the 


original was, as well as improving 
the overall speed and making the 
game larger. 

“The original game wasn't too 
bad on the ST,” admits Paul, “but 
what with it being a conversion onto 
the Amiga it was sort of ‘thrown 
together’ and was quite slow really. 
It's not gone quite as well as | want- 
ed it to in the ‘missions-based’ 
respect, so now there’s only effec- 
tively two categories of missions — 
you’re ultimately always going to 
capture something or destroy some- 
thing. Some missions will say that 
you have to go through a building to 
capture people, but effectively you're 
just capturing that base.” 

“You'll initially be given just one 
mission, but as that’s completed 
you'll be given further information 
about the next. Quite often you'll 
have two missions on the go at once, 
and though some are critical to the 
completion of the game others are 
more auxiliary. 

“You can, in fact, complete mis- 
sions without knowing it, because if 
you happen to destroy a particular 
base while you're moving around, it 
may turn out to be a later mission in 


Armourgeddon 
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In-house: Steve Riding (project manager); Paul Hunter 
(game design & programming); A. Ingram, S. Osypanka & M. Edmundson 
(graphic design); Nick Burcombe (additional game design) 


Autumn 1992 
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itself. When you actually get to 
where that mission would have 
been, you'll be told that it’s com- 
pleted already. | think there’s about 
20 missions in all, some being sim- 
ple like capturing a base, with other 
more involved tasks that might 
require you to destroy three installa- 
tions within 20 kilometres of a set 
area.” 

The number of vehicles at the 
players disposal in A2 has been kept 
the same as the original, but the map 
size for the game is about ten times 
larger. The number of 3D objects 
that can be physically active in the 
game is about 130, and because of 
the way the game plays you'd have 
to be a phenomenal pilot to have 
more than two craft under your con- 
trol at once anyway! So how neces- 
sary are the various vehicles to the 
gameplay? 

“| would say that half the vehicles 
are just in there for you to mess 
around in,” says Paul. “To complete 
the game you could easily get away 
with using the fighter, bomber and 
heavy tank or something like that. 
Most of the weapons are quite use- 
ful though. 

“It's only really over the last few 
weeks that I've started playing it and 
realising that there are certain 
weapons that might be less efficient 
killing-wise, but the fact that you can 
manufacture them a lot quicker and 
fire a lot more of them at once 
means that they’re quite useful for 
hitting ground installations and that 
kind of thing. I'd say that about 90% 
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Obviously not quite as visually impressive as some of the other shots 
on the page but ! bet this screen is useful nonetheless. 


of the stuff is really useful. Most of 
the things in there are good fun to 
mess around with, though.” 

As far as fitting it all in goes, 
Paul's pretty happy with the way 
things have turned out, with the 
only real missing element being the 
inclusion of graduated horizons that 
the original spec called for. 

“It's just a problem trying to get 
the palettes set up so that you've 
got enough various shades of blue 
— we were really limited, so it didn’t 
end up going in. Having to program 
it on a low denomination machine is 
a bad thing, because I'd have liked 
to have done it on an A1200 using 
the AGA chipset or a nice 256 
colours. 

“| think that the Amiga processor 
is a little bit underpowered, even the 
A1200, because we write things on 
the 486 PC and you see how fast 
things are, and then convert it and 
think ‘God, what am | doing on an 
Amiga?’ It's quite difficult to say 
what bits of the program I'm par- 
ticularly proud of because I’ve been 
on the project so long — I’m quite 
fed up with it now! I'm pleased with 
the speed; | don’t think | could have 
got it any faster without researching 
how to do 3D techniques from 
scratch!” 

And are there any plans for an 
A1200 specific version? “| don’t 
think so. Mind you, if Psygnosis 
wanted to pay me to do it...” 

Programmers, huh? Can't live 
with ‘em, er, can’t live with ‘em. | 
don't think. 
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‘m not going to beat around the 

bush with a clever and ‘amusing’ 

intro because, to be quite frank, 
I've got tons to tell you and not much 
space to do it in. 

So let’s just assume that | was 
incredibly funny and get down to 
business. Okay. In Pinkie, the new 
game from Millennium, the epony- 
mous cute character wants to save 
the dinosaurs and so must collect the 
dino eggs that are scattered over the 
puzzle- and platform-heavy levels. To 
help him do this he’s equipped with 
an bizarre spacecar-type thing, with 
which he can perform all sorts of 
weird and wonderful manouevres. 

Pinkie may have a similar ‘cute- 
ness’ to, say, James Pond, but he 
didn't start out that way — and if 
you don't believe me, take a look at 
some of the early character designs 
shown elsewhere in this Work In 
Progress. One of the men responsible 
for Pinkie’s appearance is Data 
Design's boss, Stuart Green. 

“Pinkie himself and the overall 
game design was created by myself 
and Scott Williams [designer and pro- 
grammer of Krusty’s Super Fun 
House],” says Stuart. “We've been 
friends for years and have worked on 
a number of projects together. We 
sat down and thought about what 
we liked in different games and 
decided that we wanted to make a 
game that was as playable as Mario, 
with little puzzles and everything in 
there, but also wanted it to be a bit 
different graphically so we 
thought up the character Pinkie.” 

As the concept evolved, so did 
Pinkie’s appearance, which was con- 
tinually modified throughout the 
game’s development. Over a period 
of six months, more and more 

little touches were added, 

from different legs and 
arms to shifting his eyes 
around his face, until 
the team eventual- 
ly ended up with 
the Pinkie that 
they have now. 


DEVELOPER: Data Design: 
Stewart Green (game design); 
Scott Williams (game design & 
programming); John Court (graph- 
ics); Darren Wood (sound). 
INITIATED: January 1993 


Though the awsome power of screenshots doesn’t quite stretch to 
showing you the full-screen animation, the effect of all this pulsing 
stuff is strange to say the least (and you'll have to take my word on 
that). In contrast, the general look of the game is that of a peaceful and 
distinctly pastel land — not forgetting a snow level in there somewhere. 
With slippery platforms, no doubt? Just in case you're wondering, yes, 
Pinkie always has this silly look on his face. Just like David. 


( The whole 
idea with the bad- 
dies is that they 
should cause you 
problems, not 


kill you. 9 y) 


puso Vr ol 


Stuart explains the _ original 
thoughts behind Pinkie’s character 
and the game as a whole: “All we 
really knew was that we wanted 
something a bit different, but then 
we got this idea for a game with 
opposites. So we came up with the 
Pinkie’s spacecar. It’s a really strong 
and powerful and hard vehicle, but 
as soon as you get out of the ship 
you [i.e. Pinkie] are extremely vul- 
nerable. 

“To make the main character 
weaker, we made him pink because 
we thought that it looked very vul- 
nerable. We also wanted to make 
him big and bubbly — not hard and 
armoured — and so gave him big 
eyes to add a cute element.” 

Because of this idea of vulnerabil- 
ity, Pinkie himself is relatively limited 
as far as abilities go but, as already 
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mentioned, his vehicle is meant to 
be exactly the opposite. With this in 
mind, the team went to town 
designing his super-car. 

“The first main idea we had was 
for an armour-plated vehicle which 
would be extremely tough, but we 
definitely wanted a gadget ship. We 
wanted something that was a bit 
more than just a square sprite, so 
we made it so that there are gad- 
gets flipping up and popping out of 
the vehicle. It meant that it was 
much more exciting and had more 
going on.” 

The car boasts a veritable feast of 
toys, being able to fly on helicopter 
blades, roll on wheels, punch with a 
huge boxing glove, swim with flip- 
pers and so on... and so on... “We 
ended up getting quite carried 
away,” admits Stuart, “and we've 
still got a lot more ideas for it. Luck- 
ily, Millennium has agreed to do a 
Pinkie 2, so a lot of those ideas will 
be carried over to that project.” 

It actually got to a point where 
the team realised that there were 
too many options. As the levels 
were designed and puzzles were put 
in, they noticed that if they put in 
helicopter blades Pinkie would be 
able to go just about anywhere and 
bypass most of the puzzles. So they 
decided that it would be nicer to 
limit what the player could do. 


Not satisfied with James Pond, 
Millennium create yet another 
‘lovable cutesy character’. Matt 
Broughton reports live from Cam- 
bridge on the game that people 
are already calling ‘Pinkie’. 


“Most games don’t have the vari- 
ety of moves that this does, and we 
decided that if you put in a hundred, 
then putting in two hundred doesn’t 
make the game any better — they 
just become ‘another move’. So we 
limited the number we put in there, 
just for design's sake — not because 
of memory.” 

On the subject of memory, Data 
Design have broken the mould of 
our WIPs by being one of the few 
companies that doesn’t have tales of 
woe regarding lack of memory. 
How? Why!? 

“Data Design has been going 
seven years [Scott’s been going five] 
and we've done about twenty pro- 
grams so far. As a result, there are 
a lot of techniques we've picked up. 
We squashed Robocod onto the 
Commodore 64 — all the levels and 
everything — and we still managed 
to fit it into that machine’s 64K 
memory, so we're very used to com- 
pression routines. All the graphics 
have also been designed to be com- 
pressed down easily.” 

Although the game is being writ- 
ten concurrently for five different 
machines, it's being developed pri- 
marily on the Amiga. Even though 
Data Design realise that the consoles 
are where the bigger sales are, they 
find the Amiga a more accessible 
machine and easier to write on. This 
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(Above) There's an unspoken law that 
says you can't have a WIP without a 
shot of some of the animation 
frames, so here it is. 


cross-format progamming not only 
leads to a console-ish ‘way of think- 
ing’ but it also gave the team some 
interesting ideas. 

“The game's designed to be very 
console-orientated, in the sense that 
it's not a ‘go out and shoot every- 
thing, kill everything’ game,” says 
Stuart. “Nothing dies in the game; if 
you jump on something's head, it 
falls asleep and wakes up later. The 
whole idea with the baddies is that 
they should cause you problems, not 
kill you. 

“One thing we did decide was 
that with so many games having 
enemies that moved in a very fixed, 
illogical way we wanted to have one 


Data Design wanted to include the sort of end-of-level guardians that would 
make people go WOW! It seems normal to include baddies that are just four 
sprites high by four sprites wide, but DD wanted to go one step better (well, 
several steps better really) by making their nasties anything from a screen 
to five screens big. WOW! (See? It worked.) 
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main alien on a level that did a lot of 
things intelligently, rather than have 
twenty or so just moving left and 
right.” 

One of Stuart's favourite console- 
inspired features is an alien level 
where the entire background ani- 
mates like a pulsating blood vessel. 
This was achieved using a different 
method of printing the screen, where 
the whole display is treated like a 
grid of blocks which is constantly 
updated. 

That said, for the most part the 
game has more basic backgrounds 
than we’re used to on the Amiga 
nowadays, but there is a reason for 
this, as Stuart explains: “The game is 
more plain-looking than usual 
because we started putting a lot of 
detail in, but then when we started 
going round and showing people 
they liked it looking more simple and 
pastel — they liked the fact that the 
mountains had flat colours and 
rounded edges.” 

By avoiding complicated back- 
grounds and parallax effects, the 
team were also able to concentrate 
on other areas of the graphics. “The 
game could be faster,” admits Stuart. 
“It's not an arcade game that whizzes 
along at fifty frames a second with 
the fastest, smoothest parallax ever. 
Yes, we've lost the parallax, but that 
allows us to have 32 colours on- 
screen at once, rather than just 16, 
and when you see things like all the 


(Right and below) This is how Pinkie 
looked when Data Design first put 
pen to paper. The changes between 
this and his final form aren't that 
major in themselves, but they radi- 
cally alter the way you perceive the 
character — he's now much rounder 
and softer looking. 


As mentioned, Pinkie’s little car is 
more than versatile — even Chitty 
Chitty Bang Bang would get a com- 
plex next to this thing. One of its 
many features is the ability to rise 
vertically on a stilt, and then put 
out ‘arms’ to grab onto side blocks. 
This allows Pinkie to park his car 
and get out at higher levels. 


background animating completely, 
the effect looks a lot different to any 
of the normal things you're used to 
seeing.” 

The CD32 version also looks to be 
something special, with thirty tunes 
already written along with a host of 
cartoony sound effects to boot. The 
team are hoping that most of this 
will fit onto the floppy version, but 
are looking forward to the extras 
that will be possible on the CD. 

“We're having some more cartoon 
animations done for the CD32 ver- 
sion. With CD, most people are 
going for extra colours, but we’re 
going for 16-colour spot animations 
that will be scattered throughout 
the game, so that when you fly to a 
new planet there's actually a cartoon 
showing you on the journey, or 
when you meet an end-of-level 
guardian you'll get a cartoon of 
Pinkie coming face-to-face with the 
baddy.” 

What guardians? You mean, | 
haven't mentioned the ones that are 
up to five screens high? Well, you 
know what it’s like. So much to tell 
and so little room! 
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Phew crikey! The star of TV's What's Up Doc? is set to make his Amiga debut. Simon 
Byron takes a look at the Pat Sharp Simulator... (Er, you've got it all wrong... — Dave). 


Hugo the Troll 
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Television Entertainment 
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‘m fed up with the way Simons 

are portrayed on TV, and Satur- 

day morning's What's Up Doc? is 
the most guilty of all. That unfunny 
ugly guy with bits of bog roll stuck 
to his face really does take the bis- 
cuit. When will people realise that 
not all Simons house a spot epi- 
demic and have an IQ less than their 
shoe size? They read too many com- 
puter games magazines, that’s their 
trouble... 

Anyway, if you ignore the inane 
Simon references, there are at least 
a couple of things worth tuning in 
to What's Up Doc? for. There's Bat- 
man: The Animated Series for 
starters, which is always pretty fab. 
And, if you've been paying attention 
recently, you will have witnessed the 
English TV debut of a talking troll 
named Hugo in his all-new play-by- 
phone computer game. 

Yes, Hugo the Troll is a new kind 
of interactive computer game. Sat- 
urday morning kids’ shows have 
dabbled in this area for some time 
but none have been as impressive or 
executed as well as Hugo. Indeed, as 
you'll be aware from our rather 
enthusiastic coverline, we reckon 
that Hugo the Troll features the best 
graphics ever. Until we change our 
minds, that is. 

Hugo’s gameplay is ideally suited 
to TV shows. There are two 

basic scenarios: one where 
Hugo must career down a rail- 


way line avoiding the locomotives 
heading the opposite way; and 
another where he must ascend a 
mountain, collecting bags of bounty 
and dodging boulders and holes. 
Let’s examine the train sub-game. 
You're given an overhead map of the 
route ahead displaying positions 
where Hugo can switch tracks to 
avoid the on-coming trains. The 
game will indicate whenever a deci- 
sion needs to be made and by press- 
ing the relevant key pad on your 
phone, you can instruct Hugo to 
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(Above) Hugo's first mission is to 
journey to the mountain on a hand- 
cart, avoiding all the oncoming trains 
by switching tracks whenever the 
need arises. The overhead map to the 
right of the screen gives a better pic- 
ture of what's going on, but the 
main display is the real crowd-puller. 


(Left) “At least twenty people have 
been working on Hugo The Troll,” 
reveals Bo, “as well as a number of 
freelancers.” Blimey, it's been a long 
time since the Amiga has been treat- 
ed to a game created by a team that 
big. But when you see the game in 
action, you can begin to realise 
exactly why. 


WORK 


We're not 
telling anyone 
how it works 


Bo Tuxen, 
ITE 


travel exactly wherever you want. 

Earlier on | mentioned that Hugo 
has only recently arrived in England. 
Bo Tuxen, the game’s International 
Sales Manager, explains all: “Hugo 
started off in Denmark. He’s been 
running on Danish TV twice every 
Friday since September 1990. 

“My boss at the time was asked 
to look into whether or not a game 
could be run in a TV studio but con- 
trolled by a viewer over the phone. 
He then began contacting a few peo- 
ple who knew more about the way 
phones worked and it was decided 
that it was possible. 

“The game we came up with was 
called Oswald, which was a success 
but not as big as we hoped. Oswald 
was a bear and he jumped around 
from iceflake to iceflake, avoiding 
enemies such as eskimos and 


whales. It wasn't a very advanced 
game, which is why | think it didn’t 
catch on as well as we hoped. 

“In the Summer of 1990, the TV 
company decided they wanted 
another game, so we sat down to 
design something totally revolution- 
ary. And so Hugo was born.” 

The character was designed from 
scratch by the ITE team and has 
become so popular that in 1992 25% 
of the Spanish population tuned in 
to witness his antics, a viewing fig- 
ure which has remained unsurpassed 
to this very day. Along with Britain, 
he’s currently on air in France, 
Turkey, Finland, Sweden, Norway, 
Slovenia and America. And as from 
this month, viewers in Israel and Ger- 
many will be able to experience the 
phenomenon that is Hugo. 

Of course the game’s main pulling 
point is its breathtaking visuals. | 
know it’s an over-used phrase, but 
static screenshots really don’t do any 
justice, really they don’t. I'd advise 
anyone to try and see the TV show if 
only for a demonstration of what 
they can expect when the game is 
released. 

It may be worth pointing out that 
the TV version is running on ITE’s 
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(Above) Hugo The Troll will come on either five or six disks, depending on 
how well the data can be compressed. The game will feature both the train 
scenario and the hillside game, and ITE will be looking into the possibility 
of releasing data disks at some stage in the future. 


(Left) It’s unlikely that Hugo will 
make it onto the consoles due to the 
amount of memory it needs to run, 
as Bo explains: “The system we are 
currently using executes Hugo from 
RAM [sound painful!], and it takes 
up 64Mb to do this, so you can see 
that Hugo isn’t for every computer!” 


(Below) Once he’s managed to reach 
the mountain, Hugo must travel this 
twisty path. Every now and again, a 
boulder or a hole tell anna: neces- 
sitating some quick reactions if you 
intend to reach the top in one piece. 
The platforms to the left support 
bonuses but it’s up to you whether 
or not to go for them. 


— 


custom-built computer called System 
3000, but Bo is confident that the 
Amiga game will look virtually iden- 
tical. 

“The graphics originated on the 
Amiga but the machine we’re using 
to execute the program on TV is a 
specialist computer designed by our- 
selves. We've had to cut down the 
graphics slightly for the Amiga, but 
we're trying to keep the two versions 
almost identical. Obviously it isn’t 
possible to make them exactly the 
same, but we're doing our best. All 
the huge 3D sprites will still be in 
there and the game will run only 
slightly slower than the version on 

When you consider that System 
3000 costs $100,000 and is the size 
of a domestic fridge, minor differ- 
ences between the two versions are 
suddenly more acceptable. “On a 
standard Amiga 500 it will be very 
good,” adds Bo. “The only problem is 
there will be a lot of disk accessing, 
but if you have enough RAM the 
game will load directly into that and 
you won't have to wait around.” 


(Below) The team at ITE use the term 
‘cartoon-a-like’ to describe Hugo’s 
fantastic visuals, and you can see 
why. The TV version actually includes 
speech, but it’s unlikely that this will 
be included in the floppy version due 
to the amount of memory samples 
take up. 
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Because Hugo only allows 
gamers to make decisions at spe- 
cific points in the action, many will 
compare it to Dragon's Lair, a game 
often criticised for being too limit- 
ed and too easy. The game displays 
your options on-screen and by 
pressing the relevant number on 
the keypad of your phone or com- 
puter, or moving the joystick in the 
appropriate direction, you can 
inform the program what you want 
Hugo to do. 

Obviously this isn’t the most 
impressive piece of jiggery-pokery 
when you're playing the game on 
your Amiga, but the technology 
needed to make this work is quite 
complicated. Well, | expect it is, 
because Bo wasn’t revealing any- 
thing. 

“That's our secret,” he grins. 
“Our system translates the tones 
into some kind of on-screen action, 
but that’s as much as I'm prepared 
to give away. Basically, we're not 
telling anyone how it works.” 
Oooh, | was only trying to be inter- 
ested. 

The limited nature of the game- 
play makes it easy for kids to play 
and ideal for play-by-phone chal- 
lenges, but whether or not it will 
appeal to the older generation is 
still anybody’s guess. However, if 
the commercial release is received 
as well as the TV version, the game 
will go down a right monster 
storm, whatever that means. 

“If you look at the TV side, Hugo 
is just as popular with the older 
folks as he is with the kids,” reck- 
ons Bo. “It depends a little bit on 
how he’s presented. Some coun- 
tries, like Britain, show the game 
during kids’ programmes but in 
other countries he’s on at 8 o'clock 
in the evening.” 

Supervision snapped up the 
rights to the Amiga version when 
they saw the game on foreign TV 
and will be publishing the game 
with a mid-price point in May. “| 
knew ITE years ago, even before 
they'd started work on the charac- 
ter,” says Chris Stevens from out of 
Supervision. “I've seen the project 
grow from conception and so was 
able to recommend that we nego- 
tiate the rights to publish the 
game.” 

It has to be said that for sheer 
blow-your-socks-off impres- 
siveness, Hugo The 
Troll could well @ 
become the standard 
by which all are 
judged. How well the 
game plays, though, 
is a different matter 
but I’m sure the team 
wouldn't invest all that 
time, effort and money 
into something which 
plays like a dog. 
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Matt Broughton has a small silver Vauxhall Cavalier. It doesn't 


work very well. But Arcane Software might just have the answer 


to his prayers... 


or many people, Team 17's 
=~ Overdrive was a major disap- 

pointment. In honesty, | was 
one of them. It’s not generally the 
genre that | get extremely frothy 
about, but a certain budget game 
by the name of Nitro got me and a 
bunch of mates well and truly 
hooked a year or so ago, and since 
then we've waited, as have many 
others, for an all-singing, all-danc- 
ing 90's version. Overdrive was very 
nearly that game, but was hindered 
by a lack of variety and a frantic 
pace. Well, here come Arcane, a 
brand new software label, who 
think that they may just have the 
answer — Turbo Trax. 

The game is billed as an arcade- 
quality, two-player, head-to-head 
racing game, with a trunk load of 
special features ‘packed under the 


bonnet’. We know the format well, 
but Arcane promise the injection of 
atmosphere and playability that 
they feel Overdrive was missing. 
Steve Iles, Arcane’s MD, speaks to 
The One: 

“We wanted to do a top-down 
racing game, so we looked at Nitro, 
Micro Machines, Overdrive and even 
went back to the Spectrum and 
looked at old (but playable) games 
like Tranz Am. In all cases we 
thought ‘What can we do to 
improve on playability?’ | think Over- 
drive’s graphics suffered from a lack 
of atmosphere because there was no 
shadow - everything was on the 
same level. 

“We've tried to make this game 
look and feel like a Capcom arcade 
machine, basically because we've 
got a guy called Kevin Williams who 
does a lot of our storyboards and 
he’s an ex-Capcom developer. With 
his ingenuity we have the power to 
do a really good arcade game on the 
Amiga.” 

Many reviewers of Overdrive were 
upset that they couldn't have a split- 
screen version, but this was due to 
the general programming stance 
that says you can't split the screen 
on a game that fast because you 


can’t see what's coming up. Arcane’s 
programmers did toy with a split- 
screen version of Turbo Trax but it 
became instantly unplayable. As a 
result, the team decided that a 
machine-to-machine link was the 
only way to produce a really 
playable two-player game. 

This also meant that they could 
spend time developing the comput- 
er-controlled cars’ intelligence. The 
finished game will feature three 
opponents and though the team 
have only just started to really get 
into the intelligence routines, the 
cars will learn from how you react 
on track. 

“The intelligence is based upon a 
Scalectrix theory [i.e. the cars run on 
any of a set number of lanes] so we 
build a map, put this map into what 
we call the intelligence editor and 
then put down ley-lines around the 
map. The computer cars then have 
the option to jump from line to line 
depending upon what the hell's 
going on on-screen. 

“This means that if you bump an 
opponent into the side, he'll go back 

onto the nearest line and 

then choose another 
line to continue 
the course. 

The lines are 

only there for 


Turbo Trax 
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Arcane: Steve Illes 
(managing director); Andy Coates 
(programming); Mark Wortham 
(graphics). 

Autumn 1993 
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guidance; the cars will decide exact- 
ly what they want to do depending 
on what action’s going on.” 

The computer cars’ behaviour is 
also governed by what Arcane refer 
to as a ‘dippy’ factor, a ‘learning’ 
factor and an ‘aggressive, beat the 
crap out of you while you’re on the 
road’ factor (one of the less techni- 
cal terms I’ve ever come across). 

“It'll also come down to individu- 
al driver personal- 
ities that we've 
yet to design,” 
adds Steve. 
“What | want to 
do is design some 
characters that 
will be specific to 
this game but that 
we can also put atten. 
into other games such as the ‘Lotus’ 
and ‘Pro-Am type’ games that we 
also have in development. It’s more 
for the kids so that they have some- 
thing to home-in on.” 

Technically, the game is impres- 
sive to say the least, but once again 
our old nemesis time (well, words 
per page actually) has caught up 
with us, so you'll just have to go on 
wondering how they do all this. All 
| can say is, please please please let 
this look as good running as it does 
in the screenshots! Amen. 
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‘m not a superstitious man by 
f nature , you know. I've got no 

time for witches, ghouls, war- 
locks or ghosts (or childrens’ enter- 
tainers, for that matter) but men- 
tion UFOs and aliens and I’m away 
like a good ‘un. Couple that with 
the fact that Laser Squad is one of 
my all-time favourite games of all- 
time and you'll understand why I'm 
just a tad excited about this forth- 
coming release from MicroProse. 

And if you don’t understand why 
I'm a tad excited, then you probably 
don’t know that UFO: Unknown 
Enemy is being developed by Laser 
Squad’s developers Target and is a 
sort of unofficial sequel to that 
game. 

Although UFO will feature the 
same isometric-viewed, turns-based 
gameplay that the original LS did, 
this game will have much more of a 
strategic and tactical combat 


emphasis to it as you build bases 
across the planet to monitor the 
arrival of the invading aliens’ craft. 
What? | haven‘t mention the aliens 
yet? Well... 

The year is 1999 and sightings of 
high-tech alien craft have increased 


UFO: ENEMY 
UNKNOWN 


dramatically throughout the world. 
This has culminated in a huge 
attempt to communicate with the 
little green men. Unfortunately, all 
such efforts turn out to be some- 
what pointless, as it appears that all 
the aliens are interested in is kid- 
napping, murder, terrorism and the 
brutal slaughtering of childrens’ 
entertainers. (I think you really 
mean cattle — David.) 

The nations of the world have 
now come together to form a spe- 
cial planetary defence body called 
XComm and, as its head, it’s your 
job to save the planet by coordinat- 
ing the efforts of the various track- 
ing stations, intercepter aircraft and 
the commando units spread across 
the world. Perform well and you'll 
eventually be able to follow the 
aliens to their home planet and put 
paid to their Earth-invading ambi- 
tions for good. Perform badly, how- 
ever, and it’s goodnight Vienna — 
and just about every other city. 
Including Southampton. 

UFO should be available at the 
end of March but until then have a 
butcher’s at these screenshots. 
Excited? Me? Not half! 
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ry to imagine what a game 

would look like if it was 

blend of a platform game, 

a puzzle game and a shoot-’em-up. 
What do you reckon? Zool with 
Project-X power-ups trying to 
knock down dominoes in a certain 
sequence? A Soccer Kid with a 
thermonuclear football who stops 
and does jigsaw puzzles? No, | 
couldn't think of anything either, 
which is a bit of a problem because 
according to Audiogenic, that’s 
exactly what Bubble & Squeak is — 
all three rolled into one. Blimey! 
In the game you have to take 
control of a young chap by the 
name of Bubble (unthinking par- 
ents, obviously) and must guide 
him through thirty levels of plat- 
form action, including ten bonus 
levels and five shoot-’em-up sec- 
tions. Each level is patrolled by var- 
ious ‘wacky’ creatures, including 
flying elephants that sneeze at you 
and ducks with baseball bats. Like, 
ker-razy. Luckily, Bubble is armed 
with magical stars that he can hurl 
at any nasties that tet in the way. 
The Squeak of the title is, in fact, 

a friendly monster pal of Bubble’s 
who, unfortunately, is a bit thick. 


The aim of each level is to first find 
Squeak and then lead him to safe- 
ty using a bit of strategy and for- 
ward thinking, not to mention tak- 
ing into account just how stupid he 
truly is. 

To start with, all you can do is tell 
Squeak when to follow you and 
when to stay put, but find a bubble- 
gum machine (which just happen to 
be found in the alien landscapes) 
and Squeak will get all excited. Feed 
him some gum and, depending on 
what sort it is, he'll suddenly be 
able to do all manner of things, 
such as allow you to ride on his 
back or boot him around(?). 

I'm afraid you won't be able to 
appreciate the gorgeous parallax 
backgrounds from the screen shots 
but, believe me, they’re lovely. And 
| know, ‘cos I’ve seen ‘em. Anyhow, 
look out for a full review in an issue 
or two. 
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ugby means one thing and 
-— one thing only to me, and 
that’s having to get up early 
on a Saturday morning to play for 
my school team, or else Mr Roberts 
would personally take my teeth out 
and put them up my own bottom. 
I've always thought (and still main- 
tain) that kids are merely pawns in 
a never-ending battle of egos 
between school sports teachers, as 
they try to out do each other with 
their all-year-round tans, nasty shorts 
and school records for ‘who can kick 
a ball the furthest’. 
| particularly hated it because | 
was one of three boys who were very 
tall for their age, and as a result was 
the first one to get off the coach, 
looking mean and menacing, to 
greet the rival team. With three other 
huge lads behind me, it sort of 
psyched-—out the other team before 
we'd even begun. Of course, by the 
time we got to ‘player number four’ 
the spell was broken, as the rest of 
our short, puny and spotty team 
rolled out like a bag of filleted fish. 
And then we'd all get beaten up. 
Anyway, this is my chance to get 
my own back, because thanks to a 
forthcoming release from Audio- 
genic, I'm going to manage my very 
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own Rugby team. And I'm going to 
be very nasty indeed. 

You start off as the coach of a 
struggling team of part-timers in the 
bottom division, and must use all 
your skills to turn them into promo- 
tion contenders. As things get bet- 
ter, you'll find job offers start to 
flood in, leaving you to decide 
whether to stay with your loyal lads 
or sell-out in favour of fame and for- 
tune. 

You can send off your scout to 
check up on potential signings and 
buy and sell players as funds 
increase, as well as put players 
through their paces with individual 
and squad training. There’s a com- 
prehensive players’ log detailing all 
the team and player statistics, and 
you'll get regular reports from your 
physio — mainly bad news about 
injured star players! — allowing you 
to make informed and educated 
decisions about your team line-ups 
for impending matches. 

Not yet mentioned but most 
important of all, you can compete 
in all the major cup competitions, 
and in addition there are three divi- 
sions for you to conquer. 

It all looks rather promising so, if 
you love rugger, watch this space... 
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Titus 


on't say that we don’t 
bring you exclusive early 
previews, as this game 


hasn't even got a name yet! (How- 
ever, you'll already know that if 
you've read our News section.) Of 
course, the only problem inherent 
in providing such an incredible ser- 
vice is that we don’t really get a lot 
of information about the games, 
and therefore indulge in a well- 
known journalistic technique 
known as ‘making it up, and talk- 
ing a load of traffic cones.’ So... 

Rabbit, rabbit, rabbit. Ha, ha, ha. 
Word count, word count, word 
count. Yes! | quite literally haven't 
got anything vaguely solid to tell 
you (That doesn't normally stop 
you. — David.) but what the hell, I'm 
an intelligent guy, I'll have a quick 
play, and then let you know what 
| reckon the idea is. Don’t go 
away... 

Well, that was quite fun actual- 
ly. You’re a rabbit and you've got 
to run around a number of Zool- 
esque landscape (i.e. flat bits and 
high platform bits) avoiding some 
rather nicely drawn creatures such 
as foxes on boulders, aardvarks and 
kangaroos as they attempt to stop 
you from collecting carrots. Or 
something. 


IN PROGRESS 


As well as being able to run and 
jump, you can also go into a 
cartwheel that has a similar effect 
on the animals around you as it 
would if you were a certain hedge- 
hog that span in a similar way — 
i.e. it damages them and eventual- 
ly kills them. 

There are a healthy spattering of 
pick-ups to find, rewarding you 
with extra health, lives and other 
things that do, er, other things. 
Probably. 

As you trundle around the land- 
scape in a rabbity fashion, you'll 
come across pits filled with spikes, 
as well as randomly placed tram- 
polines which ‘Rabbit’ can use to 
bounce to higher levels and bonus 
platforms. 

When | tried to go to the far 
right of the screen, a rather curva- 
ceous lady rabbit told me that | 
needed to collect another clock, so 
it’s my reckoning that you have to 
collect clocks to complete each 
level. (Well done, Sherlock — 
David). 

Oh look, can | just stop now? It's 
all getting very thin and to be quite 
frank, | don’t think anybody reads 
these things anyway. (Okay. — 
David.) Phew! I'll be back 
when | know more, okay? 
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DAVID UPCHURCH 
'Tis a sad day at The One. 
David John Upchurch, the 
man who invented typo- 
graphical errors, perfected 
| plagiarism and copyrighted 
| just about every crap joke 
every invented is off to pur- 
sue other interests. Unfortu- 
nately we can't tell you what 
he'll be doing because you wouldn't believe a 
man could sink so low. On a serious note, he will 
be sorely missed by everyone here at The One and 
we wish him the very best of luck. We really do. 


} SIMON BYRON 

Oh dear, oh dear. With David 
off to edit The One for Cakes 
and Fatty foods or whatev- 
er, Simon has been promot- 
ed to Editor, which means 
that all standards will go out 
of the window, the quality 
threshold will be constantly 
lowered, and there'll be gen- 
eral confusion day in, day out. So there's not 
much change there, then. When asked whether 
he had a message for the readers he replied, 
"Yes," before discovering something to moan 
about. 


MATT BROUGHTON 
Unfotunately, we've had to 
finish off this issue sans 
(that's French for 'without', 
by the way) Matt because 
he's been forced into doing 
Jury Service. Yes, just when 
you thought the British legal 
could get no worse, along 
comes a beardy-weirdy who 
judges people by whether or not their eyebrows 
meet. We confidently predict that in about five 
years’ time there will be a spate of appeals result- 
ing in the release of innocent people wrongly 
convicted by Matt. 


JENNY ABROOK 

Jenny's been out and about 
this month, with visits to var- 
ious National Institutions 
forming only part of her 
busy schedule. "The best 
place | went to was the Nat- 
ural History Museum, which 
was very interesting," she 
revealed. "It had insects and 
dinosaurs and | saw a Blue Whale which was as 
big as a double decker bus. The only problem 
with the Natural History Museum is that there's 
too much information to digest. It made my head 
hurt after a while." Really. 
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(Above) I've decided that chests are brilliant. Not 
only are they useful for keeping your lungs 
inside your body, but they also contain goodies 
which are essential to your mission. Sometimes, 
the chests can form puzzles, like in this bonus 
room. There are loads of chests scattered 
around, but you've only got one key so you have 
to guess which to open next in order to receive 
another key. Get the order wrong and you'll be 
rewarded with a useless shell. Like, wow. 


(Below) One of the more helpful objects is this 
clue chest. Whenever you become particularly 
stuck, locate one of these and activate it. it will 
indicate, via some flashy animations, exactly 
what item you need to collect next in order to 
solve a part of the overall puzzle. Unfortunately, 
it doesn’t tell you what to do with it, but you 
can't have everything, can you? 
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Psygnosis and The Dome return to Amiga- 
land once again with the smartest Mega 
Drive conversion since Desert Strike. Simon 


Byron reveals all... 


he worrying crime explosion 

we're currently witnessing in 

the real world has finally 
spilled over into Cyberspace, the 
land where all computer games 
exist. Juvenile delinquents, fed up 
with nicking cars and ramming them 
into lampposts, perhaps taking out 
a few innocent bystanders along the 
way, have found themselves with 
the opportunity to cause havoc by 
messing up the plans of simple 
sprites who are unaware of the vio- 
lent and disturbing times we face. 
Take innocent Puggsy, for exam- 
ple. There he was, journeying across 
the galaxy without a care in the 
world, when he happened upon an 
innocent-looking planet. Unfortu- 
nately, this world was not so inno- 
cent, so when Puggsy parked his 
spaceship and set off to ask for 
directions, a bunch of mischievous 
raccoons decided to nick his means 
of transport and do a bit of joyrid- 
ing. So — surprise, surprise — Pug- 


gsy decides to trek through 51 levels 
in search of his vehicle. 

Sounds like the perfect scenario 
for some arcade adventuring antics, 
doesn’t it? Yes, of course it does, so 
thank goodness for Psygnosis and, 
more importantly, The Dome (the 
geezers wot did Bob’s Bad Day) 
who've handled this conversion of 
the similarly-titled Mega Drive game. 
For without them, we wouldn't be 
treated to this fine, fine game. 

For added value, Psygnosis are 
giving away a free acronym with 
every copy of Puggsy. It’s ‘TO!’ and it 
stands for Total Object Interaction. 
What this means is that Puggsy can 
collect and manipulate loads of 
objects contained within the levels. 
These objects interact with each 
other (so if you chuck a crate at 
another crate, the two will rebound 
off each other, that kind of thing) 
and form the basis of the many puz- 
zles between Puggsy and his space- 
ship. 

Puggsy was a huge hit on the 
Mega Drive and Psygnosis are obvi- 
ously hoping to repeat that success 
on the Amiga (otherwise it would be 
a pointless conversion, wouldn't it?). 
And, if there’s any justice in the 
world, it will. 


(Above) Special objects such as 
guns, transmitters and clue chests 
can be activated at any time by 
pressing the space bar. Their uses 
vary from the obvious (killing 
things) to the not-so-obvious (any- 
thing else). As some can only be 
operated once, you need to think 
carefully before activating anything, 


Quick and superfluous song lyric time: Roll out the barrel, we'll have a bar- 
rel of fun. Great, eh? Thought so. Yes, as you may have gathered, barrels 
are what this screenshot is about. These round wooden vessels can be 
picked up and moved around to form convenient steps so that Puggsy can 
leap onto the higher platforms. This level requires you to move back and 
forth, building steps and chucking barrels so that you can reach the care- 
fully hidden gun. 


Just like a certain other 
platform game, the 
name of which escapes 
me, the game world 
opens up as you com- 
plete each level, reveal- 
ing new pathways. 
Every level has at least 
one exit (important 
feature, that), but if 
you take time out to 
explore the more inac- 
cessible locations then 
you may come across a 
secret room or discov- 
er a new path. 
Unfortunately, some 
routes lead to dead- 
ends so you often need 
to re-enter levels to 
find alternative 
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As well as a more-than-useful leaping ability, Puggsy is able to scale previ- 
ously unattainable heights using an object he’s carrying. By pulling down 
when the alien has hooked the item over the platform's edge, you can make 
Puggsy bounce and eventually move the joystick to manoeuvre him onto 
the walkway. It takes a bit of practice to get this working as regularly as 
you'd like, but it’s worth it in the end. In fact, some levels can't be 
conquered without doing this so get praticing. 


Many levels contain a nifty shooter with which, 
via a tap on the space bar, you can unleash a tor- 
rent of bullets to dispatch most meanies. These 
bullets are in strictly limited supply — run out 
and the gun is all but useless for anything except 
standing on, a trait which is often invaluable 
when you've carelessly discarded an essential 
boulder or such like. 
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(Above) The end-of- 
level guardians are 
truly impressive. 
Some take up the 
entire screen and are 
constructed from lots 
of tasty rotating 
sprites, giving the 
game a unique look 
and feel. Every one 
requires a completely 
different method of 
attack (you'll find no 
casual jumping-on- 
heads drudgery here, 
matey-boots), like this 
pirate geezer who can 
only be dealt with by 
flipping fish at him. 
This game is crazy. It 
really is. 


(Above) Puggsy isn’t strong 
enough to operate levers by 
himself so he needs to be car- 
rying an object in order to 
shift them. There are two 
kinds of levers: those which 
only need to be flicked; and 
others which need to remain 
depressed. Flicking them is 
easy — just walk past (carry- 
ing something, remember?) — 
but to keep a lever in a specif- 
ic position you need to drop 
an item onto it. 


(Left) Yes! Sticking to the 
tried-and-tested platform for- 
mula, Puggsy can bounce off 
baddies’ bonces , gaining 
height and doing away with 
them at the same time. 
Unfortunately, there are a few 
creatures who are impervious 
to this form of punishment so 
if you do attempt to land on 
them you could be in for a 
nasty surprise. 


(Above) The Total Object Interaction works brilliantly. Most items can be 
picked up and carried to other parts of the level. You can only hold one 
item at a time so working out what order things need to be done is an 
essential part of the overall strategy. Anything that’s movable can be used 
to construct stepping stones, whilst more unusual objects are typically 
there for a reason — namely, to manipulate other items or be used in some 
shape-related puzzle. 


(Above) The first level isn't perhaps the easiest way to learn the game's 
mechanics so, being the helpful chap | am, I've compiled a comprehensive 
and informative players’ guide, just for you. Grab a pen and get ready to 
digest this info. Ready? Okay: Go right. Yes, that’s it, I'm afraid. You do 
have to push up a couple of times but I’m sure you intelligent people can 
figure out when to do that. So don’t bloody ring me up and inquire about 
how to complete this level unless you want a torrent of abuse regarding 
your mother and how much she charges for a snog. 
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Thankfully, Puggsy’s not adverse to a bit of water in his lungs (if he’s got 
any, that is) and can spend an infinite amount of time submerged in liq- 
uid. These water-logged levels occur frequently during the middle of the 
game and alter the way you have to tackle things. Everything slows down 
in the water so manipulating objects becomes that bit trickier, especially 
when you're attempting to erect a floating bridge. 


S8@2e08. f 
Smaeeetanes r - 


See ela) ce Oe ae pe 
= Ma 
‘ile Doan 


me 70 ae x ee 
3 Sy PAS eyes u, cae 


2 om eee 


Na Po ti : , 
3 ‘5 ee AP ee 
- +99 | bs | 

Fee VuUry Pe 


57 


eas ae rere 
cay es fats 


7 on 
ve OOS 


at tac sig 9 ~ 


CHANCES roa 
72 


J ; 
eo 


i ix << eT off 
ay 
f 


CHAMPIONSHIP MANAGER 


rere scene 


EEN EME LRN 

THE VERDICT. 
It's funny, you know, but | was real- 
ly dreading loading up Championship 
Manager Italia. | realise that it's 
wrong to have preconceptions about Publisher: Intelek 
games before you give them a fair hed anche 

7 In-house 

chance, but football management 
titles usually leave me feeling non- 
plussed. So what is it about Hard Disk Installable 
Championship Manager Italia that 
warrants a hefty 89%? I suppose ne 
that anyone with a passing interest 1Mb 
in football is keen to try his hand at 
management, and it has to be said 
that Intelek's latest really is the best 
of the bunch. It may not appeal to 
those who prefer flash graphics and 
gimmicks but in terms of realism and 
options it can't be knocked. The 
range of features is quite simply 
breathtaking and it's obvious that 
Intelek's experience with their previ- 
ous titles has been put to good use. == 
Some may argue that the time the 09 
game needs to set itself up initially 0 
and update the transfer list is a bit 
excessive, and to some extent it's DVERDL 
true — there is a lot of waiting time 
throughout the whole game. But 0 
Championship Manager Italia runs over 
40% faster than its predecessors, and no- 


£17.99 Out Now 


Mouse 


PLAYABILITS 


one really grumbled about their speed (apart from me). 
Even if you've played all of the other Championship 
Manager games to death, I'd still advise you to snap up 
Italia. It offers a fresh challenge with different teams, 
and at £18 represents real value for money. 
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ATTEN TION 
ALL CREW ! 


REPORT TO MAIN BRIDGE 


“I've a funny feeling we've 
been through this before” 


“It appears to be a most 
fascinating game Captain” 
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Software © 1993 Interplay Productions Inc. All rights reserved. STAR TREK™, ®, and © 1993 Paramount Pictures. 
All rights reserved. STAR TREK is a registered trademark of Paramount Pictures. Interplay Productions Authorized User. 
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olf. Huh. Good God yall. 
Gi is it good for? Abso- 

lutely... Hang on. Some- 
thing s not right here. Do you ever 
get the feeling that you've made a 
bit of a mistake? Ocean did, and 
that’s why you'll never be able to 
get hold of their last golf game, 
International Open Golf Challenge. 

Simon was the lucky lad who 
reviewed IOGC back in September, 
when it managed to earn itself a dis- 
tinctly unimpressive 51%, not to 
mention such comments as 
“Supremely average.” As you might 
imagine, Ocean weren't exactly 
thrilled at the prospect of putting 
out a game with such legends as 
‘Crap’ or ‘Don't buy this’ written on 
the box, so subsequently made the 
decision to scrap the game. 

But, here we are again (you'll 
notice Simon’s nowhere to be seen 
this time, though) faced with an 
Ocean box featuring lots of green 
stuff, a large number of ‘holes’ and 
a lot of sticks to hit balls with. | am 
of course referring to The Ryder Cup. 
(I've watched Bruce Forsythe. | know 
what I’m talking about.) 

In Ryder Cup you have the chance 
to play as part of the European or 
American team as they ‘slice’, ‘hook’ 
and, er, ‘Golf’ their way across any 
of the four locations on offer (The 
Belfry, The Fields, The Island or The 
Village - I'm not a number, I'm a free 
man!), and have all the facilities a 
modern golfer could wish for. 

You'll be playing with and against 
some of the world’s top golfers, so 
grab your best stick (I think you'll 
find they're called clubs - David) and 
wear some ridiculous trousers, as we 
find out whether this is a full and 
fruity game, or just International 

Open Gold Challenge wearing a 
different pair of pants. Hey, 
let's scratch and sniff. 


CUP 


Matt Broughton once got a ball through the windmill door and up 
the alligator’s bottom during a round of crazy golf, so who better 
to take a look at Ocean s second visit to the course? 


(Right) Ryder Cup is pretty helpful 
when it comes to options and 
information, with constant 
updates on the state of play. 
Before each shot, the computer 
will remind you of the hole being 
played, the distance, the par, and 
tons of other stuff (nicely put - 
Dave.). The wind’s strength is 
shown in the bottom left, with 
your current club’s maximum 
range displayed beneath, and your 
golfer’s position control to the 
right of that. The options in the 
top panel are, from left to right; 
view on the ball (i.e. watch from 
behind, watch from in front), map 
facilities (inset), exit to menu, 
‘golfer options’, and action 
replays. The ‘golfer options’ 
include such actions as hide golfer, 
hide flag, landscape grid, shaded 
landscape and show wind 


(Above) Ryder Cup is quite kind in that it offers you a number of different 
control methods. This variation is based upon the more standard ‘stop the 
power, set the slice’ system, where you click to stop a power bar as it 
moves through an overall strength cycle. Once you've clicked for strength, 
the bar will return and must be stopped again in the blue area to 
determine whether the ball is struck in the centre, or with hook or slice. 
This calls for good co-ordination, and just a touch of luck. The computer 
players always use this method, so if you want to ‘cheat’ and copy their 
settings, this is how you'll have to do it. 


(Below) This control method is much 
like 1OGC's, where you first choose 
the shot’s strength using a power 
meter (no reflexes required - just 
pick your power) and then target 
over the ball using your cross-hair. 
There are two versions of this sys- 
tem; one where the target moves 
left and right, leaving you to move 
the sight up and down and fire 
when ready, and the other being the 
‘wobble’ method, where the ball 
does its best to get out of your way 
and you fighting to keep it in the 
centre. This is the more challenging 
of the systems, but doesn’t exactly 
call upon any golfing skills. 
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Well, it took a bit of luck to get here, but I've finally made it onto the green. 
At this point, you can choose from a couple of options that will make things 
easier, such as having a contour grid on the ground, as well as turning off 
the ‘golfer’ graphic, allowing a better view of the shot in hand. As with driv- 
ing shots, you are given the distance to the hole before you take control, 
and must use your judgment to stop the power as it rises on the putter bar. 
You can’t affect the direction of your shot on the green, so it’s all down to 
some careful timing with the strength of your put. 


(Left) The game features a few nice 
sonic touches which for most part 
are samples of ‘thwacks’ and ‘plops’ 
as you make your way across the 
courses. Birds chirrup happily to 
themselves, and, come that glorious 
moment when the ball finally drops 
into the hole, the sampled crowd 
erupt. It has to be said that the 
crowd aren t too selective about 


at their enthusiasm, though, and will 
BALL ; WHOL c cheer at you even if it’s taken half an 
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f 

J 

| cw On BY USA hour to get through one hole (quite | 
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ing off!). Damn. I've just lost again. 


4 th h t just for tee- 
HATCH WOR 6Y USA often they cheer at you just for tee 


A golf course wouldn’t be a golf 
course without a thousand nasty 
lakes and sand bunkers to lob your 
ball in, and Ryder Cup is no excep- 
tion. Of course, | only did this so that 
| could show you what it looks like 
when you play like a donkey (I'm 
sure. - David) but should you be 
unfortunate enough to lose a ball in 
this way, you can choose to either 
lose a shot and play from the same 
position again, or take a random 
drop near the penalty spot. 


Clicking on the ‘ball with arrows’ 
icon in the bottom control panel 
accesses a ‘chip’ menu, which can be 
utilised to change the way you... er, 
chip the ball. This is particularly use- 
ful when stuck in amongst trees as 
you can shoot low to clear hanging 
branches, or lob over the top if 
you're far enough back from the 
obstruction. It’s also good for land- 
ing on the green without the risk of 
running past into other hazards such 
as bunkers or lakes. 


(Below) Before any play starts, you must first select the teams for the chal- 
lenge. You can either let the computer do this for you, or take over as team 
captain and select your own players and matches. You then take control of 
the top player in your team and start play. After each hole's been played, 
you return to this menu and can chose to jump into the shoes of your other 
team members and play holes for them. Obviously, the score board also lets 
you know how the overall team is getting on, and thanks to me going eight 
points down in my individual match, Europe aren't doing well at all - doh! 
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Like any good plat- 
form star, Batman 
is capable of leap- 
ing out of harm’s 
way. Trouble is, get- 
ting him to jump 
_.liagonally is areal. 
pain - you have to 
push up and then 
move right or left, 
which is hardly real- 
istic or instinctive. 
Or fun. 


he cave was cold but | perse- 
a vered, confident that the old 
man in the market place was 
right. “Aah-harrr, me hearties,” he 
had mumbled. “I'll tell you a tale of 
Pirates! Gold [apparently he was an 
extra in a MicroProse game]. Deep 
within the desert, there be a cave 
containing riches beyond your 
wildest dreams. The diamond in the 
rough, or something. Anyway, enter 
it and grab what you can.” 

It was becoming harder to see. 
Striking a match, | reeled with shock 
as the amount of treasure was 
revealed — the old man was right. 
Strangely, | discovered an old lamp 
perched incongruously atop a billion 
quids’ worth of gold. | brushed aside 
the thick layer of dust, hoping to 
translate the inscription etched into 
its base and was surprised by a puff 
of smoke which rapidly formed a 
humanoid shape. 

“Nanoo, nanoo,” uttered the mys- 
tical figure, “seize the day, and all 
that crap. I'm Mrs Doubtfire and I'll 
grant you three wishes. Okay?” 

| asked for money and he gave me 
a quid. 

| asked for better looks and he 
handed me a mask. 

| asked for him to ensure that the 
Batman Returns computer game 

would be a fitting tribute to an 
excellent film whilst _ still 


Simon ‘Batman’ Byron gets his teeth into 
Gametek’s Batman ‘Crap’ Returns. 


The best way of 
dealing with 
enemies is to 

smash them in 
the face. What 
this translates 
into in game- 
playing terms is 
holding your 
finger on the 
firebutton wile 
the bad guys 
run into you. It 
really isn't very 
exciting. 


Early on, you'll come across these 
scary-looking blokes on bikes who 
tear around from left to right 
attempting to run you over. No prob- 
lem, Bats, just leap onto that there 
ledge and they'll do you no harm. 
Hmmm, really tough, that. Later on 
you'll actually have to kill them. 
Great, eh? 


remaining a fully-playable game in 
its own right. 

The last thing he said before his 
disappeared was: “Sod off — I'm not 
that powerful.” Funnily enough, he 
was right. | hate life sometimes. 


: Publisher: Gametek 
Developer: 
Dentons 


£14.99 Out Now | 
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Batman certainly won't be returning to these 
pages, thank God, because there are no plans 


for an A1200 or CD32 version. Great. 
CD32 | 
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All of hig demonic forces 
have been summoned to 
his ald, all of his tricks and 

traps have been set, all of his 
power is directed against you. 
Only the wisest and the most honourable : , 
of warriors can defeat him. &, 3 
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THE VERDICT 


Erm, yes. Not bad, | suppose, but not 


great either. I'm left a bit confused 
here, because there seem to be a 
number of silly elements in this 
game that really spoil it, this first 
being the mouse control. For some 
reason, even though the general 
speed of the game is good and the 
animations run at a decent pace, the 
mouse cursor seems to suffer from 
some sort of defect. It judders 
around the screen, and considering 
how fiddly they've made picking up 
an object makes performing any 
action about as unbearable as it gets. 
Though in some instances your cur- 
sor is quite obviously over the 
required object, the game _ still 
doesn't recognise it as being there. 
This means that you end up using 
the ‘eye’ to position the cursor until 
you get a text description (not as 
easy as it sounds with this cursor, 
believe me) and then trying to freeze 
your position until you can switch to 
the pick-up icon and collect it. In 
general the main graphics are good 
and the animations are decent, but 
I'll make no comments about the sound 
other than saying that | bet you'll turn the 

music off after a couple of minutes and play the game in 
silence. The conversations are fairly enjoyable, and 
though the humour doesn't always quite make the grade 
at least you get to see some faces and feel like you're 
dealing with different characters. The puzzles are of a 
medium difficulty, but they're all a bit too ‘straight’ for 
my liking. By this | mean that someone will tell you what 
they want, you'll go and find it and then give it to them. 
They'll then give you something that someone else 
wants... and so on. Though I realise this is the basis of all 
adventures, you're just more aware of it in this game for 
some reason. Ultimately, this isn't a bad game by any 
means, it just seems to lack the sheen of quality that 
Simon The Sorcerer or Beneath A Steel Sky has. Still well 
worth a look if you enjoy adventures, though. 


Brot ey The game runs more smoothly on an A1200, but 
A1200 there are no plans for A1200 or CD32 specific 


aoe eee me versions as yet. Of course, | could be wrong. 
CD32 | But then again... (Oh shut up! — David.) 


Having just had his nan’s 


Jack Russell follow him around 


for a month, Matt Broughton would seem to 


be the only one qualified to look after Pres- 
tige’s little pup. SIT AND STAY! 


Here we a see a general shot from 
the game, with me taking out a 
pesky flying thing with my balls (!) 
while my faithful mutt catches up 
with me. Doofus always lags a sec- 
ond or so behind, so make sure that 
when you avoid an obstacle you 
time things so that Doofus doesn’t 
then jump straight into whatever it 
was you've just got past. Stupid 
dog. DOWN! 


he creators of Doofus - Pres- 

tige - are a German company, 

and I'd like to thank them per- 
sonally for one of the most appalling 
bits of manual translation ever. My 
personal favourite sentences include 
such gems as (to be read in a poor 
German accent) “Tim was playing 
with his football and suddenly there 
was a big bang and he got a pass 
out” and “But at least there was also 
Doofus, his faithful, but also a bit 
clumsy dog with him, and he has 
proofed more often that he can find 
the way home even better that Tim 
himself.” Pretty good huh? 

Anyway, after much head-scratch- 
ing | managed to deduce that Tim 
and his dog Doofus have been mys- 
teriously teleported to a strange 
world and must now find their way 
home. You take the role of Tim, of 
course, who must run and jump 
across the platform-laden terrain fol- 
lowed by the ever-faithfull Doofus 
copying your actions a few seconds 
behind. 

Should you or Doofus come in to 
contact with any of the strange ani- 
mals that roam the land, a life will 
be lost. There are also a number of 
abysses to fall down, not to mention 
man-traps and spikes that will all 
result in death if touched. The land 

is also littered with collectible 
goodies, some which award 
bonus points and others that 
bestow Tim with weird powers. 


Here’s us 
enjoying a 
moment of 
invulnerability 
as we travel 
above the world in a soap bubble. 
This is just one of the six power-ups 
that can be found in bottles along 
the way, or bought from the shop 
(inset) at the end of the level using 
coins collected from dead nasties. 


As you cross the reo you a come 
across a number of doghouses 
which, when entered, allow Doofus 
to enter a bonus round. It’s a bit of a 
trolley dash, and you only get about 
ten seconds to grab as many potions 
and bonuses as you can. Head for 
the exit before the time runs out and 
then it’s back into the main game - 
armed with all your lovely new toys. 


Some of these powers are plain 
annoying, like the reverse control 
effect which can make the platform 
hopping particularly hair-raising, 
while others offer more beneficial 
treats such as bestowing Tim with 
the ability to send baddies to sleep, 
blow everything up or make Doofus 
invisible. 

Even when not magically gifted, 
Tim still has the ability to shoot nas- 
ties and, by collecting the coins left 
by slaughtered baddies, can save up 
enough cash to buy more power-ups 
from the shops found at the end of 
every level. It’s all good old-fash- 
ioned platform fodder, so grab your 
stick and let’s be off! 


THE VERDICT MLWUcCos 


When Doofus first came in I gave ita 
quick play and was pretty impressed: 
the graphics were cute and colourful 
and the gameplay seemed nice and 
simple. However, the problem with 
Doofus, which you discover after 
playing it for a while, is that it never 
really develops, with each level pret- 
ty much the same as the one before, 
only with harder areas to be negoti- 
ated and a few more bad guys here 
and there. Graphically the game also 
suffers from similar problems to 
Flair’s Oscar, i.e. there's too much 
colour and detail. You won't often 
find me complaining about getting 
but in Doofus the 
screen typically looks plain messy, 


too much detail, 


with the tiny sprites getting lost 
amidst the gaudy screen furniture. 
As you trundle through the twelve 
levels there are no major graphic: or 
gameplay changes (apart from the 
occasional appearance of snow-cov- 
ered platforms later on) and every- 
thing starts to get very repetitive 
very quickly. The difficulty level of 
the game is pretty tame, with most of 


the deaths being caused by you run- 
ning into situations too quickly, leading 


Publisher: Prestige . 
Developer: 
In-house 


£TBA Out Now © 


- Hard Disk Installable 
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your dog into some trap before you've’ really had a 


chance to see what's going on. Other than. that, it's all 


down to badly-timed jumps or clumsy falling into water. 


The power-ups work quite nicely, with some interesting 


graphical effects, but again, once you've seen them a 


few times, you lose the ‘What else.is there to see?’ 


incentive. This is a cute idea and a cute game that ulti- 


mately lacks any lasting appeal — complete the first 


level and you've pretty much completed them all. A nice 


try, but one that only just makes it past Average. 


There’s nothing going on but the rent as far as 
A1 200 | A1200 enhancements go, and to ask whether it 
will be appearing on the CD32 would seem a 
CD32 | bit pointless really. So move along please, 


there’s nothing to see here. 
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Players : Real life statistics reflecting the start of 93/94 season with 
real positions, height, age. Live transfer market, Contract & wage 


y FOOTBALL MASTERS A 


Quite simply the best Football management game for your computer. 
We have served thousands of satisfied customers during our 4 years of 
trading. Over 10,000 man hours (during 5 years) has been dedicated to 
® the production of this constantly improving game. It is one of the most 
realistic and accurate representations of a professional football managers 
annual challenge to tactically out wit and conquer every opponent. 
Managers : 1 to 4 Human players, Ratings, Performance statistics, sack 
and offers. 3 Difficulty levels, Manager of the month and season 
awarded, Pools, Pick any team in any division to begin with. 

League & Cup : Premier 22 teams, Division 1,2 & 3 have 24 teams, 
Play-offs, Tables. 7 Cup competitions with precise rules (2 legs, extra 
time, away goal rule, seeded draws, European Cup tables, 5 subs, game preferences, Instruction book, Easy to play, Technical support. 

i non-domestic player restrictions etc.), Finalist route to glory. Plus : Over 100 other meticulous refinements impossible to list here. 
™% Games : Yearly fixture /previous list, Week fixtures/results, Results from Editor : Allows you to amend various items in saved games. £12 Extro 
previous meeting with opponent (goes back up to 6 seasons). Scottish : Dedicated version details available upon request. 
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Special talents, Trainees, Goalkeepers (separate skill categories), 
Defenders, Midfielders, Attackers & Utility, Retirements, Foreign 
transfers, Unhappy players, Top 10 Hot shots. 

Team : Training, Tactics (15 different styles), Aggression, Formation 
allows specific player field settings (Left winger, Sweeper etc.). 
Club : Sponsorship, Ground improvements, View opponent, Finances 


cards, Sound effects, Interventions permitted at any time to 

change tactics, formations and make subs. Physical graphical penalty 
participation (optional). Over 80 different referees. 

Other : Fast load/save, Printer access, 20 Options to set various 


Joystick or Mouse. 
1 or 2 players 
This is a purely managerial cricket manager game that concentrates on 

strategy and includes plenty of relevant statistics. The game has been 


that a real manager has to contend with and it's a totally unique 
production that anyone with an interest in Cricket should experience. 
A summary of the main features is shown below:- 

© AXA EQUITY & LAW 18 league county teams, 50 overs per game. 
© 4 Cup competitions including Benson & Hedges, Nat West. 

© 20 different match umpires with accurate names and strictness. 

© Accurate player details Surname, height and age. 

© 27 different player attributes. Most skills have a direct impact on the 
effectiveness of each individuals actions during a simulated match. 

© Easy player selection. All game text is clearly presented. 

© Batting and bowling averages. Top batting and bowling tables. 

© 3 Different training intensities to boost batting, bowling or fielding. 
© Weather, pitch and light often make an impact on ground condition. 


STABLE 
MASTERS 


This game has been designed to be as close to real racing as possible. 
Five years of development by a clever racing expert has led to the 

Bi second revision of this Flat Horse Racing Simulation. 

Up to 4 players can participate as Owner Trainers with the primary 

objective of becoming the top rated trainer, in respect of prize money 

won, at the end of each racing season (March to November). There 

are up to 35 other intelligently controlled computer trainers to compete 

against and compare your personal performance. 

To achieve this aim you must discover a potential champion and train 

them so that they become capable of competing well and winning any © 20 Jockeys who vary in ability and booking fees, Orders & Feedback. 

of the 47 big prize money races (Handicap and Group). eg. The Derby © Formbook and Win Summary Cards cover the previous 200 races. 

To give you an idea of the tools provided in this game to assist you 

reaching your objective we have listed the main features below:- 

© 250 horses each with over 60 independent variables. 

© 26 different race courses (2 all weather), real life characteristics 

mirroring the diversity of racecourses in the UK (descriptions provided). Version 1 is available upon request (Simple training & betting) @ £15. 


World Cup Cricket Masters rly rs 


A fantastic graphical and/or tactical representation of Cricket that has s 
| been completely written by a traditional fan. You can physically i aksan ; 
participate with batting and/or bowling or leave it to the computer to 4 
automatically handle. See full feature list below :- 4 : 

GAME OPTIONS STATISTICS FRIENDLY CONTROLS 

© | Day limited overs or test. © Scorecard & bowling analysis. © Icon driven with point & click. 
© White or coloured clothing. © Weather and ground reports © Large 3D scrolling screen 

© Three Cricket grounds. © Wagon Wheel covering the entire playing area. 
© Load/Save game. Skill levels. © Manhattan Chart. © Mouse controls bowler’s line, 
© Computer /Human players. PLAYER VARIETY length, direction field settings. 
ANIMATED ACTION © Rated on 8 adjustable factors. © Joystick control of batsman’s 
© Left and right handed players. attack level, strokes and 
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e Very informative report by Head stable lad. Tipsters. Bookmakers. 
© Racecards similar to racing press. Real life. Handicaps & Race Types. 


OUR ADDRESS 


DEPT. AG 


© Sound Commentary. 
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negotiations, Preferred foot (left/right/both), Loans, Injuries, Training, 


The Match : Real time scoreboard reporting goals & injuries yellow /red 


CRICKET MASTERS 


designed and developed by a true fan of the sport. It replicates everything significant events (Fours, Umpire 


© Animated race display or just the result. View Declaration List for races. 


e Viruses, Injuries & Vets. Load/Save game. Many other items included. 
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© Full match highlights let you 
watch the action ball by ball with | 
full graphics and/or realistic ». —o, 

sampled sound effects for FY + ron « 


decisions, etc.). Interventidits are a 
permitted at any time to change batting tactics or fielding placings. 
© 3 Batting/Bowling classifications (Normal, Attack and Defend). 
© Choice of 15 different field placings. 

e Full scorecard results with best batting and bowling figures. 

© (ther staff (Physio, Groundkeeper, Scout) can be hired and fired . 

© Annual league fixtures listing. Current week and last league results. 

e View current cup competition draws and historic records. 

© Real time transfer market. Player contract and wage negotiations. 

© Sponsors, Printer access, Finances, Poor ground fines, Manager rating. 
© 15 Options to alter game preferences, Load /Save game. 
e Instruction book with plenty of examples. 

e Plus many more fine details that we are unable to list here. 


Organised 
by Racecall, regulated by the Tote, this program achieved 
joint second. This led to a serious approach from a well known 
national book maker. Rejected in favour of supporting the public. 
104 wins out of 166, as from 2/6 to 1/9/93. 
This program tells you exactly what to do. You are NOT 
permitted to amend our system unlike so many other similar programs. 
How confident can you be in something that invites amendments! 
Three years full time race analysis and 
experimentation to refine and test the prediction system. 
Plenty of unique hints from contacts in the krrow. 
No racing knowledge required, easy to use, tutorial book. 
As soon as our programs predictions have a prolific 
impact on the betting odds we will stop accepting new buyers. 
Highly recommended option. If any update fails to 
break even we'll send the next one free of charge. From £25. 
Highly likely. Buy now before success forces increase. 


I Protessional Football Masters V4 
1 P.F.M. Editor V4 
Stable Masters V2 

Oracle Horse Tipster (RRP £99.95) 


24.95 
75.00 
24.95 
24.95 


[ World Cup Cricket Masters 


© Umpire signals. © Range of batting types. running between wickets. | Wrestling Masters 19.95 
© All the strokes cut, pull, drive, etc. © Editor to amend game stats. VARIABLE CONDITIONS H CREDIT CARD NUMBER & EXPIRY _E.8 0. E. GRAND TOTAL {| 
© Appeals, dropped catches, run outs. © Bowler types include seam, © Surface and pace of pitch ) iF abe a + dR 
© Bouncers, wides and no balls. swing, change and both types of © Rain, bad light, cloud cover, NAME TELEPHONE 
spin with 8 speed levels. temperature and humidity. Tits 
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ook, don’t call me unpatriotic 
A — after all, | like to wear a 
too-tight Union Jack T-shirt, 
_ sing ‘Land Of Hope & Glory’ and 
| mindlessly abuse the French as 
_ much as the next man — but you've 
- got to admit that Great Britain's 
contribution to Winter Olympic 
Games past has been less than 
memorable. You don’t agree with 
me? Alright, then — shout out the 
name of the first British Winter 
_ Olympics sportsman or sportswom- 
an who comes into your mind. 

Come on, come on... 
Sorry? What's that? Torville and 
_ Dean? The Torville and Dean who 
_ scored an incredible nine perfect 
: sixes and won a Gold Medal in the 
1984 Games? I’m sorry but they 
_ don’t count — after all, can mincing 
around an ice rink like a couple of 
extras from Holiday On Ice really be 
_ Classed as a sport? | don’t think so. 
Ah, that’s more like it - Eddy ‘The 
_ Eagle’ Edwards. Who can forget 
cringing with embarrassment as the 
_ bespectacled geek made a complete 
laughing stock of himself and his 
country with his shambolic ski-jump- 
ing performance at the ‘92 Games? 
~ NotI. (Actually, | wonder what he’s 
cap othe for work now? Come to think 
of it, Simon started here not long 
after. And he wears glasses too. 

_ Hmmm.. * SS 

: _ So you see, not a lot to be proud 
of is there? Of course, by the time 
ee _ you read this the XVIIth Olympic 
i Winter Games at Lillehammer in 
: Norway will have drawn to a close 
and you'll know precisely how well 
Great Britain fared. And who 
_ knows? Maybe our Olympic Team 
af came home clutching a treasure 


wh ae til minds Aah: becuse 

Date: US Gold's official Winter 

 chbinptes: tie-in you can use your 

_ formidable joystick skills to win a 

_ result for Britain that we could never 

3 _ hope to achieve in real life. The 

_ game offers you and up to three 

_ chums the chance to compete in 

- fourteen disciplines spread over four 

es. As sports games go there 

orm tetas well, 

AM why don't you move on to The 

Y Verdict for the rest? You know 
acted to rely 
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(Above and left) The Biathlon is a 
test of endurance and skill. Well, in 
real life it is. In the game it’s a mat- 
ter of waggling the joystick like 
crazy to get your bloke from firing 
range to firing range as fast as pos- 
sible (left), cutting to some 
wrestling with a wobbly gunsight 
as you try to shoot targets (right). 
Each target missed adds an extra 
minute to your overall time, so be 
careful. The Biathlon is played in 
several stages, and during the full 
Olympic tournament you return to 
it between each of the other four 
events. 


(Left) Meet Hakon and Kristin, the 
official mascots for the XXVIIth 
Olympic Winter Games and your 
hosts on the main menu. From here 
you can select the number of play- 
ers to take part, input their names, 
nationalities and preferred control 
methods, and also choose between 
competing in the full Olympics, fea- 
turing four events punctuated by 
the Biathlon, or a mini-Olympics, 
where you get to pick the events to 
participate in. Alternatively, if you 
don't feel like you're quite up to 
competitive level yet, you can just 
select an event and practice it. 
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WINTER OLY 


_ 


prime candidate to review this, then. 


= 


events, namely the downhill, Super- 
G, Slalom and Giant Slalom, but they 
all play in a similar manner. Viewed 
from an angle just behind the skier, 
the task is to get from the top of the 
snow-covered mountainside to the 
bottom as fast as possible while nip- 
ping through any ‘gates’ (indicated 
by two red flags) encountered along 
the way. If you've played anything . 
remotely similar in the past you'll 
know what to expect here. 


There are two ski-jumping events, on at 90m and one at 120m. Your task 
here is to maintain speed down the ramp by keeping your skis straight 
(shown at the bottom-right screen) by moving the joystick left and right 
and then, once in the air, to hold a graceful profile by moving the ‘stick up 
and down. Your final aim is to land without making a mess. Points are then 
awarded according to the length of the jump and the style with which you 


performed it. 


No winter sports game would be 
complete without a bobsleigh event. 
The key to success here is to main- 
tain the ‘best line’ around the track 
by altering your sleigh’s height as it 
careers along the straights and the 
bends — the helmet of the 
bobsleigher will help you out by tilt- 
ing to indicate if you‘re moving seri- 
ously off-line. You can also 
participate in the Luge, which is sim- 
ilar to the bobsleigh except the com- 
petitor rides around on top of a big 
tea-tray. Or something. 


There’s yet more frantic joystick- 
waggling action in the speed skat- 
ing event. This is actually quite 
tricky to play as you build up speed 
by waggling from left to right and 
steer by holding down fire and mov- 
ing left and right, which can all get 
quite confusing in the heat of 
things. This is the only event that 
can be played by two players simul- 
taneously, with the screen vertically 
split down the middle giving each 
competitor their own individually- 
scrolling play window. 
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Publisher: US Gold 


Developer: 
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£25.99 Out Now 
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Memory Disks 
Mb 3 


Not Hard Disk installable | 
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Things move a bit quicker on the A1200 and there 


are more objects ‘whizzing’ by on the skiing 
sections, but other than that it’s the same game by 
and large. There are no A1200- or CD32-specific ver 
sions clogging up US Gold's software pipeline 
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WHEN TWO 
WORLDS WAR 


Matt Broughton gets one whiff of power and runs around shooting people without remorse 


thanks to Impressions’ strategy release. Well, all's fair in love and war! 


ar. Huh. Good god y’all. 
What is it good for? Abso- 
lutely nothing. Well hang 
on — now that | think about it, it’s 
very good for games, so | guess 
that’s the last time I'll be using that 
old lyric on this page. Yes, one look 
at the screenshots should tell you 
that in When Two Worlds War it’s 
time to sit back and prepare for 
some big time killing - and | don’t 
mean pouring boiling water on ants. 

Set in the year 2121, you are to 
take the rather superb position of 
controlling a huge amount of one 
planet's resources. These funds are 
to be poured into a major war effort 
against another planet that, funnily 
enough, is simultaneously doing the 


When it comes to viewing the action 
there are a number of screens at yo 
disposal. By sacrificing some of yo 
option panels you can increase t 
screen to dou- 

ble its normal 
width, and 

then by dropping 
the magnification 
you can move out to 
this more tactical view. 

The displays are more simpli- 
fied, but it allows you to view a vast 
area of the planet's surface and keep 
tabs on os the enemy and friendly 
MUs me | it. You can still 

z his scab, and 


it’s particularly good f 
positioning of your fa 


same thing. You control things 
remotely through a powerful work- 
station and can involve yourself in 
the design, construction and pilot- 
ing of a number of military units 
(referred to as MUs), as well as in the 
creation of a number of power 
bases, mines, farms and laboratories 
across the globe. 

As your military might grows, you 
can divert funds into improving the 
tech levels of your research to build 
bigger, better and all-round nastier 
weapons and Mus, until you eventu- 
ally reach the stage where you feel 
strong enough to send your fidget- 
ing troops off into space (where they 
can engage the enemy in battle) and 
ultimately on to the enemy planet to 
cause as much damage as possible. 

In action, the MUs can be con- 


trolled by direct intervention, or by 
using a series of set ‘missions’ which 
have been preprogrammed into a 
library. At any point you can call up 
a specific mission (e.g. one that sets 
an aircraft on a patrol course, or per- 
haps send a space cruiser to the 
enemy planet) and assign it to any 
MU in action. These missions can also 
be programmed from scratch using 
a simple icon-based programming 
language, or by using a clever ‘Q&A’ 
system that creates specific missions 
based upon your answers to a num- 
ber of multiple choice questions. 

The player can also choose to play 
the game in real-time or as a turns- 
based game, with set actions using 
up a set number of days in each of 
the ‘months’ that the game is played 
in. Come on... let's get killing. 
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If you can't andl a preset MU mission 
to suit your needs this is where you 
can make alterations to the mission 
‘programs’ as well as create your own 
from scratch. The icons in the bottom 
right are simple building blocks such 
as ‘Goto’ or ‘Search For’, and can be 
pieced together along with specific 
co-ordinates to create lines of instruc- 
tions that can then be issued to any 
of your MuUs. If the mission is of a 
‘patrol’ type, the path will be shown 
in the strategic display screen allow- 
ing you to check your coordinates as 
you go. 


Once the enemy startiio appear 
on your planet you can either 
pick ‘Seek & Destroy’-style 
missions for your MUs or, 
easier still, take direct con- 
trol of them. In the latter 
case you select MUs and a 
destinatien for them, and 
the computer will set-up a 
‘pathway’ to the target. 
Should you click on an 
enemy unit, however, a 
‘Pursue?’ query 
appear, which can be 
clicked in the affirmative to 
send your lads into battle. 


sf 


penwecr: 
wort Laver 24a 


oe poy a wrneates io 


Gesse--asr, 


wee Cope theme cvs time rela oF 
te 


. Beleunt Teale ard fiver = ess Tree. 


*~ 
»¥ 


You start with a fairly basic level of 
technology, but by building Sci-Lab 
facilities you can create a research 
department and set them off in any 
direction you fancy. By setting up a 
schedule of priority, you can devel- 
op anything from your weapons’ 
ranges to your land-based MU's effi- 
ciency over different terrain. 
Research can only continue if you 
have enough labs set up, as each 
‘project’ takes up a certain amount 
of each Sci-Labs’ time and effort. 
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You won't get very far without any 
military units (MUs), so one of your 
first priorities must be to build up 


Once you've set your Sci-Labs onto 
a particular area of research, time 
will pass and discoveries will be 
made. As new tech levels are 
gained in certain areas of science 
(here, for example, I've moved a 
level forward in air-speed capabili- 
ties), reports will interrupt play 
and inform you of the good news. 
You can now go and add your 
new-found wonders into the MU 
designs that you've been using up 
until now. 


PILOT? Erowsght on 


EST :4 


Well, it took me a while to get into 
it, but | must say that W2WW is a 
very satisfying strategy romp — it's 
just a shame it takes so long to find 
behind the basic, unappealing pre- 
sentation and the primitive, less- 
than-friendly control system. You'd 
be advised to stick at it, however. 
Although the player interface is not 
exactly easy-to-use, once you get the 
hang of it you are rewarded with a 
good level of control over your 
bases, factories and MUs - even 
more so once you start creating your 
Thanks to the 
extremely flexible starting options, 


which let you alter the amount of 
equipment each side starts off with, 
you can create a game that gets 
moving pretty quickly - 
a boon to people like 


some decent-sized squads. There are 
a number of different vehicles at 
your disposal, including subs, space- 
craft, air fighters (shown here) and 
land-based vehicles. As your technol- 
ogy level improves, you can bolt new 
features onto these ‘Mark 1‘ models 
as they become available. 


myself who don't want 
to spend hours building 
up armies without even 
a whiff of a scrap. And 
while the temptation to 


my 0 eH get we i eee nae ee 7 


MAxrn TechisisS fray 
: ALTER See 


(Right) You can set the game 
parameters as specifically or as 
vaguely as you want using a series 
of Q&A menus, and then by alter- 
ing specific elements such as ‘How 
many MUs should each side start 
with?’ and so on. Once you've fin- 
ished setting the game up, the 
machine will analyse the two side’s 
chances and give you a opportuni- 


use these options to give 


ALTER PLANET START yourself a huge advantage is 


never far away, you'll find you'll enjoy the 
(Below) The constant building of 


research and manufacturing facilities 
is crucial to your success, but before 
you build, you need to conduct a sur- 
P ‘ vey of the area to find the most suit- 
ty to equal things up or give an able location. Sci-Labs are best suited 
advantage. Here you can see that to the desert, while power stations 
KIA! have a huge advantage over —_wili be more successful in the ocean. 
HITLER, which may sound good, Your war effort will grind to a halt 
but in honesty will lead to a fairly unless there are enough resources so 
boring game. don’t neglect them. 


game more with equal sides, especially as the computer 
intelligence offers a well-balanced level of difficulty. If | 
wanted to criticise the game in any particular area, it 
would have to be levelled at the sound (which is pretty 
‘nothingy’ for most of the game) and the general game 


graphics (which are just a bit plainer than | think they 
could've been, although the way that upgraded MUs 
‘evolve’ in appearance is nice). The overall effect of con- 
trolling things from a workstation is pretty well done, 
and you do get a real feeling that you ARE controlling all 
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these little people who are just dying to... er, well... die! 
Despite the aforementioned weaknesses, W2WW is good 
fun, even for non-strategy fans. 


There is an A1200 version of the game out and 
about with enhanced graphics and the obvious 
speed improvements. T’other than that I've 
nothing to tell you, I'm afraid. 
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Everybody was Kung-Fu fighting, apparent- 


ly. In fact, they were doing anything to 


avoid playing Dynabyte’s new beat-'em-up. 


David Upchurch belts up... 


iving in London, as | do, | occa- 
| ee have to travel on the 

Underground. | try to avoid it 
if at all possible — typically it's only 
when the Rolls has broken down or 
my private helicopter is in for a ser- 
vice — because, to be frank, | don’t 
enjoy it. 

| don’t think I've ever had what 
could be accurately termed a ‘pleas- 
ant’ journey on the Tube. After all, 
what's ‘pleasant’ about being jam- 
packed into a tiny carriage with your 
face pressed into somebody's sweat- 
riddied armpit, having to fend off 
money-hungry buskers and alcohol- 
soaked tramps? Nothing, that’s 
what. The final insult is that you 
have to pay through the nose for the 
privilege! 

But enough of my ranting. What 
it’s all building up to is that Tube 
Warriors, the latest release from 
Dynabyte (the Italian developers of 
the entertaining Nippon Safes Inc.), 
is a beat-‘em-up in the Street Fight- 
er 2 mould set inside a series of tube 
stations. 

Bizarre, eh? But true. According to 
Dynabyte, all the world’s rock-hard 
geezers and geezesses like ‘Going 
Underground’ — and by that | don’t 
mean that they're big fans of an 
early 80s Number One by The Jam — 
when it comes to sorting out who's 
the rock-hardest of all. 

it’s all pretty standard stuff, with 

the usual array of weirdo fight- 
ers, special moves, exotic fight 
locations and so on, In fact, if 


be honest, 


However, it takes so long to activate 
that your opponent will normally 
have floored you before you have a 
chance to use it. 


You can il choose which charac- 
ters you want to be in tw er 
chet, tha qanine Same iceige 

graphic qua top- 
notch, Ahem. 


you've played any beat-‘em-up 
released in the last couple of years 
you'll know exactly what to expect. 
What you won't expect, perhaps, is 
that Tube Warriors is arguably the 
worst Amiga beat-'em-up. Ever. For 
the reasons, read on... 


THE VERDICT 
Isn't life full of surprises? Last 
month, there was us thinking that 
Flair's Dangerous Streets had to be 
the last word in awesomely awful 
beat-’em-ups but no! — here comes 
Tube Warriors all set to make us 
rethink just how bad games can get. 
The big pity with Tube Warriors (and 
Dangerous Streets, come to that) is 
that the basic engine for an excellent 
Street Fighter 2 clone — or even a 
perfect conversion of the coin-op 
itself — is in place. Trouble is, it's 
obvious that having written it the 
programmers have no idea what to 
do with it. The backdrops, for exam- 
ple, move as nicely as any in Street 
Fighter, with loads of top foreground 
and background parallax effects, but 
they're just so drab and unexciting to 
look at. Likewise, the fighters are 
poorly drawn (something of an 
understatement, to be honest) and 
stiffly animated, but they bounce 


around swiftly enough. Now | could 
live with ropey graphics if the game- 
play was any good but, to be blunt, 
it’s a mess. The joystick control is 


sheer crap; if you simply want to walk 


Publisher: Dynabyte 
Developer: 
in-house 


left and right you have to make the charac- 

ter take each step by tapping the joystick in the required 
direction, so you can imagine what a nightmare the com- 
bat moves are to pull off. There are many other things | 
could go on about — the crude presentation, the fact 
that you can’t choose your character in one-player mode, 
the duff sound — but | think you get the idea. | took this 
home to review over the weekend and even my girl- 
friend, who still thinks Space Invaders is advanced com- 
puter entertainment, recognised it as crap. Stay well 


away for fear of contamination. 
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Ameagre Prices 


Games 


10 INTELLIGENT STRATEGY GAMES 
1869 (1 MB) 

30 CONSTRUCT ORI aaa 
4TH & INCHES 


ABANDONED PLAQGESIMB NO Tia 
ADOAMS FAMILY 

AFTER BURNER 

AIR BUCKS V1.2 (i 

AIR FORCE COMM AAT SAAR 

AIR SUPPLY 

AKIRA 

ALFRED CHICKEN 

ALIEN 3 (1MB) 

AUEN BREED - SAREE EAE 
ALIEN BREED 2 (10 

ALLO ALLO 

AMERICAN GLADIBBDRS (NOTT 200) 
AMOS PROFESS|GRIIIEINEE 

AMOS PROFESS! Mit ESS oo aaeay 
ANCIENT ART OF GHB IN TRE ORES | wo) 
ANNIHILATOR 

ANOTHER WORLD 


ARSENAL - THE COMPUTER GAME 
ASHES OF EMP/R@IRREEE 
ASSASSIN REMIX (iH 

ATAC (1MB) 

AWARO WINNER SSA 

AWARD WINNER Sian 

6-17 FLYING FOR Tee 
BARDS TALE 3 

BAROS TALE CONSTRAINT ClRaEn 
BATMAN - THE MG 

BATMAN RETURNS 

BATTLE CHESS 

BATTLE CHESS Ii (NOT+) 

BATTLE ISLE 

BATTLE ISLE "93 


BATTLE OF BRIT RPS Qe? Omen | 8) 


BATTLE TOADS 

BENEATH A STEE GE 

BIRDS OF PREY (1 May 

BITMAP BROTHER VOL Usa (NOTOGR 
BLACK CRYPT 

BLADE OF DESTINEE MAA 

BLASTAR (1MB) 

BLOB (1MB) 

BLUE ANGELS 

BOBS BAD DAY (1MB) 


BUBBLE BOBBLE GBT! 200) (NOT600) 
BUBBLE DIZZY 

BUGS BUNNY 

BULLYS SPORTING'DARTS (oy 
BURNING RUBBEGEMB) 
CAESAR DELUXE Gi 
CAMPAIGN 

CAMPAIGN 2 (1 MG 

CAMPAIGN MISSIG#EDISKS 
CANNON FODOER 

CARRIER COMMAND (NOT1 200) 
CARTOON - DOUBLE PACK 
CASTLES (1MB) 

CENTURION 


CHASE HO II 
CHESS CHAMPIOSEERaS 

CHUCK ROCK 

CHUCK ROCK 2 . SPOR SoUGe einer 
CIVILIZATION (1MB} 

COHORT 2 

COMBAT AIR PATE TE! 

COMBAT CLASSI@EIAA 


CRYSTAL KINGOGRERAE: 
CURSE OF ENCHANTIA (TMB) 
CYBERPUNKS 

CYBERSPACE (1MB) 

DALEK ATTACK 

DALEK ATTACK (O0RRRRING VERSES 
DEEP CORE 

DELUXE PAINT IV 

DELUXE PAINT IV Ge 
DENNIS 

DENNIS & GNASHER 

DESERT STRIKE 

DINOSAUR DET. AG 
DISPOSABLE HER 

DIZZY COLLECTICN 

DIZZY PANIC 

DIZZY'S EXCELLEMAADVENAMRES 
DOG FIGHT (1MB) 

DONK 

DOODLEBUG 

DRACULA (1MB) 


DRAGONS LAIR Il! - Die RSE OfdiOROBEAD (NOT! 200) 


DUNE Ii (1MB) 
EASY AMOS (1MB] 
ELFMANIA (1 MB) 
ELITE li - FRONTIGN 
ERIK 


ESCAPE FROM PURE iROR GR MONGEE RS 


ESPANA. THE GAMES S23 MENGTT 200) 
EUROPEAN CHAMPIONS 

EXCELLENT GAMS® 

EYE OF THE BEHGRIEL Le) 

EYE OF THE BEHOREEGIAAE 

F-15 STRIKE EAGLE TT 

F-16 COMBAT Pi GGiaaas 

F-29 RETALIATOR 

F1 (OOMARK) 

FI17A STEALTH Fi 

F17 CHALLENGE Ga 

FACE OFF - ICE HOUREY INO] Lauu) 
FALCON 

FALCON - COUNT GIEIEENEEnIEEE 
FALCON - FIREFIGHT DATAMEEBK 


FATAL STROKES 

FATMAN 

FINAL FIGHT 

FIRE ANO BRIMSTONE (1MB) 


CD32 


7 GATES OF JAMBALA 
ALFRED CHICKEN 

ALIEN BREED - SPECIAL EDITION 
BOOT 

CASTLES 2 

CHAMBERS OF SHAOLIN 
CHAOS ENGINE 
D-GENERATION 
DANGEROUS STREETS 
DEEP CORE 

DENNIS 

F17 CHALLENGE 
JURASSIC PARK 
LABYRINTH OF TIME 
LIBERATION - CAPTIVE 2 
MEAN ARENAS 
MICROCOSM 

MORPH 

NIGEL MANSELL’S WORLD CHAMPIONSHIP 
OVERKILL/LUNAR-C 
PINBALL FANTASIES 
PIRATES GOLD 


URIDIUM 2 
WHALES VOYAGE 
ZOOL 


CD32 dust cover 


FIRE AND ICE 

FIRST DIVISION MANAGER (NOT600) 
FLASHBACK (1MB) 

FLIGHT OF THE INTRUDER (NOT+) 
FOOTBALL MANAGER 3 
FORMULA 1 GRAND PRIX (1MB) 
FURY OF THE FURRIES 

G2 

GADGET LOST IN TIME 

GALACTIC WARRIOR RATS 
GAUNTLET Ii 

GEAR WORKS 

GENESIA 

GLOBAL DOMINATION 

GLOBAL GLADIATORS (1MB) 
GLOBOULE 

GNOME ALONE 

GOAL (1MB) 

GOBLINS 

GOBUINS 2 (1MB) 

GOBLINS 3 

GRAHAM GOOCH - SECOND INNINGS 


GRAHAM GOOCH WORLD CLASS CRICKET (1MB) 


Please note 


NOT+ means software is 
not compatible with the 
500 Plus, 600 or 1200 


GRAHAM TAYLOR'S SOCCER (1 MB) 
GULP 


HARPOON - BATTLE SET 4 
HARRIER ASSAULT (1 MB) 

HEAD OVER HEELS 

HEROQUEST 

HEROQUEST 2 

HILL STREET BLUES 

HIRED GUNS 

HISTORY LINE (1914-1918) (1MB) 
HOOK 

HOYLES BOOK OF GAMES 
HUCKLEBERRY HOUND 

HUNGARY FUN 

HYPERION 

Ke 

INDIANA JONES & FATE ATL. (ACT) (1MB) 
INDIANA JONES & FATE ATL. (ADV) (1 MB) 
INDIANA JONES & L. CRUSADE (ADV) 
INDIANAPOUS 500 

INNOCENT UNTIL CAUGHT 
INTERNATIONAL 5 A SIDE 
INTERNATIONAL GOLF 
INTERNATIONAL RUGBY CHALLENGE (1MB) 
INTERNATIONAL SOCCER 

ISHAR 2 (1MB) 

JACK NICKLAUS GOLF 

JAMES POND 

JET STRIKE 

JOHN MADDEN’S FOOTBALL 
JUPITER'S MASTERDRIVE 
JURASSIC PARK (1MB) 

KGB (1MB) 

KICK OFF Il (FINAL WHISTLE) (NOT+) 
KIO PIX (NOT1200) 

KIDS PACK 

KIDS RULE OK 

KIND WORDS 3 (1M8) 

KINGDOMS OF GERMANY 
KINGMAKER 

KINGS QUEST 1 

KNIGHTS OF THE SKY (1MB) 
KRUSTYS SUPER FUN HOUSE 
LASER SQUAD 

LEGENDS 

LEISURE SUIT LARRY 1 

LEMMINGS (ORIGINAL) 

LEMMINGS 2 (1MB NOT1500) 
LEMMINGS DOUBLE PACK 
LEMMINGS XMAS LEVELS (STAND ALONE) 
UBERATION - CAPTIVE 2 

UNKS 

LIONHEART (1 MB) 

LOMBARD RAC RALLY 

LOOM 

LORDS OF CHAOS 


LORDS OF POWER (COMP) (1MB) 

LOST VIKINGS 

LOTUS ESPRIT TURBO CHALLENGE 
LOTUS Ill - THE ULTIMATE CHALLENGE (1MB) 
LOTUS TURBO CHALLENGE I! 

LOTUS TURBO TRILOGY (1MB NOT1200) 
MAELSTROM 

MAGIC BOY 

MAGICIANS CASTLE 

MANCHESTER UNITED 

MANCHESTER UNITED - PREMIER LEAGUE 
MANIAC MANSION 

MARIO IS MISSING (1MB) 

MAVIS BEACON 2 (GERMAN) 

MAVIS BEACON TEACHES TYPING V.2 (1MB) 
MCDONALD LAND 

MEAN 18 

MEAN ARENAS 

MEGA 

MICRO MACHINES 

MICROPROSE GOLF (1MB) 

MIDWINTER Ii (1MB) 

MIG 29 FULCRUM (1MB) 

MINI OFFICE (1MB) 

MORPH (1MB NOT1 200) 

MORTAL KOMBAT (1MB) 

MR NUTZ 

NAPOLEONICS 

NASCAR CHALLENGE 

NEW ZEALAND STORY (NOT+) 

NICK FALDOS CHAMPIONSHIP GOLF (1 MB) 
NICKY 2 


NIGEL MANSELL'S WORLD CHAMPIONSHIP (1MB) 


NIPPON SAFES INC 
NODDY’S BIG ADVENTURE 
NODDYS PLAYTIME (1MB) 
NORTH & SOUTH 

OMAR SHARIF'S BRIDGE (1MB) 
ONE STEP BEYOND 
OPERATION THUNDERBOLT 
OSCAR 

OUTLANDER 

OVERDRIVE (1MB) 

PANG (NOT600) 

PANZA KICK BOXING 
PARASOL STARS 

PEN PAL 

PERIHELION 

PGA TOUR GOLF - COURSES DISK 
PGA TOUR GOLF PLUS 
PICTIONARY 

PINBALL DREAMS 

PINBALL DREAMS/PINBALL FANTASIES 
PINBALL FANTASIES (1MB) 
PINBALL MAGIC 

PIRATES 

PIT FIGHTER 

PIXIE & DIXIE 

PLAYDAYS 

POPEYE 2 

POPEYE 3 

POPULOUS Ii PLUS (1 MEG) 
POPULOUS/PROMISED LANDS 
POSTMAN PAT 

POSTMAN PAT 3 
POWERMONGER PLUS DATA DISK 
PREMIER MANAGER 2 
PREMIERE (1MB NOT1 200) 
PRIME MOVER 

PRINCE OF PERSIA 
PROJECT X (1MB) 

PUGGSY 

PUSH-OVER 

PUTTY (SILLY) 

QWAK (1MB) 

A-TYPE | 

R.B.1. BASEBALL 2 (NOT+) 
RAGNAROK 

RAILROAD TYCOON (1MB) 
RAINBOW ISLANDS 

REACH FOR THE SKIES 
RICK DANGEROUS |! 

ROAD RASH 

ROBIN HOOD 
ROBINSONS’S REQUIEM 
ROBOCOD (NOT! 200) 


RODLAND 

ROOKIES (1MB) 

RULES OF ENGAGEMENT 2 (1MB) 
RYDER CUP 

SCRABBLE 

SECOND SAMURAI 

SECRET OF MONKEY ISLAND (1MB) 
SECRET OF MONKEY ISLAND Ii (1MB) 
SEEK AND DESTROY 

SENSIBLE SOCCER 92/33 
SETTLERS (1MB) 
SHADOWLANDS 

SHOE PEOPLE 

SILENT SERVICE 1 

SIM ANT 

SIM CITY - ARCHITECTURE 1 (FUTURE) 
SIM CITY - ARCHITECTURE 2 (ANCIENT) 
SIM CITY DELUXE 

SIM CITY/POPULOUS 

SIM EARTH (1MB) 

SIM LIFE (1.5MB) 

SIMON THE SORCERER (1M8) 
SKIDZ 

SLEEPWALKER (1MB) 

SUCKS 

SNAPPERAZZI 

SOCCER KID 

SOOTY & SWEEP 

SOOTYS FUN WITH NUMBERS 
SOUP TREK 

SPACE CRUSADE 

SPACE HULK 

SPACE LEGENDS (1 MB) 
SPEEDBALL 2 

SPELLBOUND DIZZY 

SPORT TOP 10 

SPORTS MASTERS (COMP) 

STAR LORD (1MB) 

STARDUST (1MB) 

STARGLIDER I! 

STREET FIGHTER (NOT+) 

STREET FIGHTER 2 (1M) 
STRIKE FLEET 

STRIKER 

STUNT CAR RACER (NOT600) (NOT1 200) 
SUBURBAN COMMANDO 
SUMMER CAMP 

SUPAPLEX 

SUPER FROG (1MB) 

SUPER LEAGUE MANAGER 
SUPER MONACO G.P. 

SUPER SPACE INVADERS 

SUPER TETRIS (1MB NOT1200) 
SUPERCARS Ii (NOT1 200) 
SUPERHERO (1MB) 
SWITCHBLADE I! 

Swiv 


Fast? 


pitt t H 


SYNDICATE (1MB) 

TENNIS CUP 2 

TERMINATOR 2 - COIN OP 
TERMINATOR I 

TEST DRIVE ti 

THE CYCLES 

THE GREATEST (COMP) (1MB) 
THE IMMORTAL 

THE PATRICIAN (1MB) 
THEATRE OF DEATH 
THOMAS FUN WITH WORDS 
THOMAS THE TANK ENGINE 
THOMAS THE TANK ENGINE 2 
TOK! 

TORNADO 

TORVAK THE WARRIOR 
TOTAL CARNAGE 

TOYOTA CELICA 
TRACKSUIT MANAGER 
TRANSARCTICA (1MB) 
TREASURE ISLAND DIZZY 
TREBLE CHAMPIONS 2 
TRIPLE ACTION PACK VOL5 
TRIVIAL PURSUIT 

TROLLS (1MB) 

TURRICAN 

TURRICAN Ii! 

TWILIGHT 2000 

URIDIUM 2 

UTOPIA 

VALHALLA (1MB) 

WALKER (1MB) 

WARZONE 

WINTER CAMP 

WIZ ‘N’ LIZ 

WONDER DOG 

WOODYS WORLD 

WORKS TEAM RALLY 
WORLD CLASS LEADERBOARD 
WORLD CLASS RUGBY 
WORLDS OF LEGEND 

WWF EUROPEAN RAMPAGE (1MB) 
WWF WRESTLEMANIA 
X-OUT 

XENON I! 

YO JOE 

ZAK MCKRACKEN 

ZOOL (1MB) 

ZOOL 2 (1 MB) 


Amiga 1200 


1869 

ABANDONED PLACES 2 
AIR BUCKS V1.2 

ALFRED CHICKEN 

ALIEN BREED 2 

BODY BLOWS 

BODY BLOWS GALACTIC 
BURNING RUBBER 
CASTLES 2 

CHAOS ENGINE 
CIVILIZATION 

DENNIS 

DIGGERS 

FATMAN 

ISHAR - LEGEND OF THE FORTRESS 
ISHAR 2 


NIGEL MANSELL’S WORLD CHAMPIONSHIP 
OSCAR 

OVERKILL 

PINBALL FANTASIES 
ROBOCOD 

RYDER CuP 

SABRE TEAM 

SIM LIFE 

SIMON THE SORCERER 
SLEEPWALKER 
SOCCER KIO 

STAR TREK (25TH ANIV.) 
TFX 

TRANSARCTICA 
TROLLS 

WHALES VOYAGE 

WIZ 'N’ LIZ 

ZOOL 

ZOOL 2 


Educational 


CAVE MAZE 

FRACTION GOBLINS 

MATHS DRAGONS 

PICTURE FRACTIONS 

REASONING WITH TROLLS 

TIOY THE HOUSE 

TIME FLIES 

ANSWER BACK JUNIOR QUIZ (6-11) 
ANSWER BACK SENIOR QUIZ (12-AD) 
FRENCH MISTRESS 

GERMAN MASTER 

ITALIAN TUTOR 

MATHS ADVENTURE (6-14) 

SPANISH TUTOR 

MEGA MATHS (A LEVEL) 

MICRO ENGLISH (6-GCSE) 

MICRO FRENCH (BEGINNERS-GCSE) 
MICRO GERMAN (Beginners-GCSE-Business) 
MICRO MATHS (11-GCSE) 

MICRO SCIENCE (8-GCSE) 

MICRO SPANISH 

PRIMARY MATHS COURSE (3-12) 

READING WRITING COURSE (3-8) 

BETTER MATHS (12-16) 

BETTER SPELLING (8-ADULT) 

JUNIOR TYPIST (5-10) 

MAGIC MATHS (4-8) 

MATHS MANIA (8-12) 

ROBIN HOOD (LEISURELAND) 

SCROOGE (A CHRISTMAS CAROL) 

THE THREE BEARS (5-10) 

WIND IN THE WILLOWS 

WIZARD OF OZ 

ADI ENGLISH (11-120r 12-13 or 13-14 oF 14-15) 
ADI FRENCH (11-1 20r 12-13 of 13-14 or 14-15) 
ADI JUNIOR COUNTING (4-5 or 6-7) 

ADI JUNIOR READING (4-5 or 6-7) 

ADi MATHS (11-120r 12-13 or 13-14 of 14-15) 
FUN SCHOOL 2 (UNDER 6 or 6-8 or OVER 8) 
FUN SCHOOL 3 (UNDER 5 or 5-7 or OVER 7) 
FUN SCHOOL 4 (UNDER 5 or 5-7 or 7-115) 
FUN SCHOOL MATHS (7-11) 

PAINT AND CREATE (OVER 5’S) 

SPELLING FAIR (7-13) 


st-response Mailorder “vs Games Centre 
10am—10pm 7 days a week 4 


10am—8pm Monday to Fri 
ian—donSaury 


2 minutes from Old St. Tube station, take exit 2 


3.5" Disks 


Qty DSDD DSHD 


10 5.30 7.80 

20 10.35 15.35 

50 22.95 34.40 

100 39.95 61.90 

500 184.65 269.65 
A500 Expansion upgrade with clock 0.5Mb 27.95 
AS00 Expansion upgrade without clock 0.5Mb 24.95 
A500pius RAM upgrade 1Mb 56.95 
A600 Expansion upgrade with clock 1Mb 51.95 
Parallel port extension cable 6.80 
Parallel printer cable (2m) 8.60 

Roboshift (Auto mouse/joystick switch) 14,7 
Zi-Fi Stereo Speakers 7.95 


Workstation for 500 4 500+ 42 95 
Workstation for 600 37.95 
Workstation for 1200 39.95 


Disk Boxes 


10 = Slimpack 0.94 bad ,= 

40 4.95 1h shy fT 4 

50 5.60 ae 

80 6.30 i. a 

80 Stackable 14.95 i ~ 

100 6.80 ' 

120 8.75 . 

ta 

Joysticks 
125+ 9.00 
Amiga Analogue Adaptor 5.95 
(use any PC analogue joystick on Amiga) 
Competition Pro 5000 - black 13.75 
Freewheel - Analogue 36.00 
Freewheel - digital 7.00 
Maverick 1 (QS128F) or 1M (SQ138F) 13.75 
Megastar A/F (SV133) 22.00 
Navigator A/F 13.75 
Python 1 (QS130F) 9.25 
Python 1M (Q$137F) 9.7 
Quickjoy 1 Turbo (SV121) 7 
Speedking A/F 11.00 
Speedking Analogue 13.50 
Star Probe 13.80 
The Bug (black or green) 13.50 
Topstar (SV127) 21.50 


DataGEM 


bas supplied computer 
hardware and sofiware to tens 
of thousands of satisfied 
customers since 1987 


Amiga Atari PC Sega 


Trust us to have all you need 


ife, some would say, is better 

in The Sun. Others, however, 

would argue that the paper is 
a scurrilous, seedy rag which stops at 
nothing to humiliate prominent pub- 
lic figures by digging up sordid 
‘skeleton in the cupboard’ stories 
that pander to the lowest public 
tastes. Let me say that | certainly 
wouldn’t — but hair-deficient pop 
maestro Elton John might. 

The Sun has previously highlight- 
ed the alleged dangers of computer 
games so it seems strange for the 
paper to be endorsing 
one themselves, 
but that’s 
_ exactly what's 
\ happened 
| here. Snap- 
perazzi, the 
The Sun's first 
; ‘\. foray into the 
- ‘] ) exciting and 

~ « #) glamorous- 
_ ..“~ world of video 
-) entertainment, 
<_ has been design- 
\\ ed by two of the 
wa pe Fs 
employees who 
have handled the 
computer games section in the past. 

You play Snapperazzi, a news 
alien from planet Dirt whose job it 
is to journey across the galaxy taking 
pictures of various news-worthy 
beings. These snaps are worth 
increasing amounts of cash, without 
which Snapperazzi can’t survive. 
Along the way there are wacky crea- 
tures out to reduce your health 
points or nick your cash. If you run 
out of either, Snapperazzi is sacked 
from The Sun and forced to spend 
the rest of his life being a nauseating 
git writing a celebrity gossip page. 

If nothing else, The Sun’‘s self-gen- 
erated publicity for Snackerazzi 
should translate into a colossal 
amount of sales as the more gullible 
readers take their comments as 
Gospel. But that’s the power of the 
media for you. What you, the dis- 
cerning Amiga owner, wants is an 
easy to digest and brutally honest 
appraisal of the game, which is 

~~ what you'll find to just over 


‘\ there to your right. 


France for £1! Holidays for £8.50! Just two of the offers you won't find within The 
Sun's first computer game, as Simon Byron discovers... ; 


The problem with mopping up the 


gems is that they aren't really 
that valuable. A better policy is to 


take pictures of the various 
coloured stars which populate 
each level, all of which are worth 
varying amounts of money. 


_ Whenever Snapperazzi runs out of 
sash he loses a life. The main 
_ finance-draining culprits are shops 
_ which rapidly reduce your collateral 
and these platforms - you can land 
ona smiling walkway without any 
--_'werries, but as soon as the faces 
_ turn sour your cash depletes quick- 

er than Dave's in a sweetshop. 


To leave a level, Snapperazzi needs 
to take pictures of the resident « 
megastars. However, film is in limit- | 
ed supply so you need to keep an 

eye on the total and collect more if 
necessary. Whenever you lose a life, _ 
the level's film stock is reset so you — 
should never be too far away from 
a top-up if you’re running low. 


Money makes the world go 
around, as I'm sure you're more 
than aware, so it comes as no 
surprise to discover that 
Snapperazzi's main goal in life is 
to bank as much dosh as possi- 
ble. There are plenty of gems to 
collect along the way, increasing 
Snap’s supply of readies. 


a 


everyone fully expected Snapperazzi 
. = as ae to be the biggest pile of steaming 


excrement this side of Dangerous Publisher: Alternative 
_ Software 


Sub games pop up from time to 
time to provide a brief respite 
from the platforming action. 
From what I can can gather, 
there are fourteen of these to 
discover, ranging from Tip-Top 
Tennis (bat the ball at the Page 
Three, er, ‘beauty’) to something 
called Petris (can’t for the life of 
me think what that’s based on). 
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The Sun recently proclaimed that 
Snapperazzi's colour-cycling back- 
grounds are innovative and tech- 
nically stunning. It couldn't be 
farther from the truth — we've 
seen this effect umpteen times 
before. In a car- 


i ing, sharin 
Py » g g 


“kind of way 
» they've 
\ made this 
garish 
effect 
optional, so 
epilepsy 
*) sufferers 
needn't 
worry. 


4» 


Well, I'm more than surprised. | think 


Beran ener Ne Streets, but thankfully it appears 
—-« ;g01000 that this is not the case. Don't get 
Pei ee te me wrong — there's no way 
Snapperazzi is going to pick up any 


awards this year, but it’s moderately 


Fei 
i enjoyable and quite a challenge to 
we boot. The Sun has extensively cov- 
* ered the game since its conception 

ae and frequently proclaimed that 
Pn eS. OMG: Snapperazzi includes ‘exciting and 
. ae original gameplay’, but, as I'm sure 
+ you have gathered, this is perhaps 
nt | me just a little economic with the truth. 

No platform game would be com- There's nothing here which we 

plete without a few enemies and ; é 

Snapperazzi is no different. Some haven't seen countless times before 

give chase on sight while others ‘ ; 

are content to mill aimlessly and in terms of presentation there's 
around without much purpose in ing. 

life. Each time a foe brushes past, . Oe ee eee ee 

you lose some energy and when- game's features are shoddily imple- 

ever it reaches zero you go one 


life down. First aid kits can be dis- mented and reduce the game's over- 
covered throughout every level, 


increasing Snap's health supply. all credibility. For example, there are 


better and more noticeable ways of 
informing the player that he’s col- 


& 
ooo6oe0 


lected the required amount of 
Chewits than just flashing the side 
panels - not the most player-friendly 
game feature in the world. Also, some of 

the game's hazardous platforms are a tad inconspicuous 
at first, meaning that you'll spend some time trying to 
work out exactly why you died at a certain point. When 
all's said and done, there's no way in the world that I'd 
give this the big thumbs 


up The Sun is expect- 


ing, but it's not a bad 


little game 


and certain- 


ly nowhere 


near as bad 


as every- ™ r 

one feared. So phew-i ( 
phew-ie for > 

that, then! 7 


“ “ 


it's highly unlikely that the game will be 
revamped for an A1200- or CD32-specific 
release, so | wouldn't hold your breath for it. 
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In another of his hilarious food-related misunderstandings, David Upchurch thought you 
killed vampires with ‘steaks’, which explains why he was so keen to review Psyggy’s 
movie tie-in. Fat idiot... 


t's now over a year since leg- 
é endary movie director Francis 

Ford Coppola — the man respon- 
sible for such classics as Apocalypse 
Now, The Godfather trilogy and, er, 
Ticker — unveiled his highly-stylised 
version of Bram Stoker's classic hor- 
ror novel. With its emphasis less on 
the tale’s horror elements and more 
on its romantic aspects, it was a 
unique, if flawed, Gothic vision and, 
as such, perhaps not the most likely 
candidate for conversion into a com- 
puter game. 

Dracula was released onto the 
Mega Drive and Mega CD towards 
the end of last year to a frosty — 
some would say hostile — reception 
from the console mags. And, I'm 
afraid to say, it’s unlikely the greet- 
ings from the Amiga press will be 
much warmer. 

Agreed, Dracula was never going 
to be easy to turn into a game, so 
full marks to Psygnosis for trying. 
There are rather fewer marks award- 
ed, however, for the actual execu- 
tion. (This is beginning to sound like 
a school report form!) 

The game is essentially a very sim- 
ple arcade adventure. You are the 
young hero Jonathan Harker (you 
may remember him as the character 
played by swoonsome Keanu 
Reeves, who had obviously bor- 
rowed Dick Van Dyke’s English 
accent from Mary Poppins for the 
duration of filming) and it’s your 
task to journey to Transylvania, infil- 
trate Dracula's castle, locate the 
blood-sucking demon and end his 
reign of terror. And you'll probably 
get to snog Winona Ryder too. (Yes 
please! — Simon.) 

What this epic quest boils down 
to is a lot of wandering around hor- 
izontally-scrolling passageways, col- 
lecting useful objects and using 
them elsewhere whilst fending of 
Dracula's never-ending supply of 
minions until you eventually face-off 
against ol’ Big Teeth himself. To be 
honest there’s so little to the game 
that | don’t want to go into detail 
here, or else | won't have anything 
to write for the picture captions. 

Fangs for your attention... 
(Look, I'm sorry, okay?) 
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Dracula is split into six self-contained stages, each made up of a maze-like arrangement of rooms, corridors and 
stairs where Harker's task is to find the vampires’ coffins and destroy them, thus effectively consigning them to 
death. Then, once this is done, there's the obligatory end-of-level nasty to face before you move on to the next, 
more complicated, more coffin-riddled stage. 


EL RET Cs ae" ite (Below) Now this is what | call fair — 
Lm» ee I've been ganged up on from all 
ro a sides by this vicious band of rats, 
’ 7 i spiders and disembodied hands. It 
i a ey He might not seem like that deadly a 
” ; Eg situation, especially given the unim- 
¥ - anne | —_ | pressively small size of the 
ig — = | creatures, but given the slow control 
; > et ay > response and the joystick wrenching 
. a CK. pr it takes to get the attack moves to 
% = <" | work it’s a lot more dangerous than 
ry 4 | it looks. 
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Phew! Look out, Street Fighter 2! Beware, Mortal Kombat! Dracula shows 
how computerised combat should be done! Look at that range of moves: 
punch, kick and, er, another punch — fab! Special moves? Pah! Who needs 
complicated joystick manoeuvres when getting even these simple attacks 
to work is an achievement in itself? 
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There’s a limited number of helpful items to collect along the way, the main 
ones of note being the Chalice, which rejuvenates your health (shown by 
the pot of blood in the bottom-right of the screen), and the Cross. The 
Cross is the nearest to a power-up you get in Dracula , as once you've got 
one you can use it a limited number of times to send out beams of undead- 
slaying religious excellence. 


The end-of-stage meanies, which appear when the last coffin is dispatched, 
are distinctly unimpressive, being little larger than the game's hero and 
having very uninspired attack patterns. They take the form of either one of 
Dracula’s Brides or of Dracula himself in one of his many animal shapes. 
Provided you've saved a bit of Cross power they shouldn't pose too much of 


a problem. ‘ 
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Harker can pass through most doorways he encounters, but some are locked. 
However, hidden away in dark, dank corners of each stage you'll find little 
red keys which can be used to unlock these otherwise impassable portals. 
Trouble is, as the locked doors aren't marked in any way it’s easy to forget 
which doors you've been through and which you haven't. 
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was once a dedicated reader like 
yourself, and | too believed every- 
thing that The One told me. Of 
course, | now know that there are 
gross inaccuracies in everything we 
say and do (are you sure we should 
let the readers know that? — David.) 
but that didn’t stop me acting upon 


the words of a then-youthful staff 
writer by the name of Simon Byron, 
who told me that Sabre Team was 
worth 81% and “one of the most 
engrossing action strategy games 
around”. 

So | went out, bought it and thor- 
oughly enjoyed it, although | agreed 


with him (you'll not see that hap- 
pening again now that | work with 
him) that the computer's turns took 
a bit too long. But here, a year later, 
is the A1200 version, boasting some 
extra sausages. Let’s have a look, 
shall we? 

If you're not familiar, Sabre Team 
is an action strategy game, where 
you take control of a small team of 
SAS lads as they work through a 
number of missions involving rescu- 
ing hostages from such scenarios as 
a jungle and an Embassy siege. It’s 
all turn based, with each team mem- 
ber having a limited number of 
‘action points’ to spend on moving, 
shooting, etc, per go. 

As far as I'm concerned, the orig- 
inal game only really suffered from 
the computer thinking time already 
mentioned which sometimes lasted 
nearly a minute. In this A1200 ver- 
sion, however, the computer only 
takes two or three seconds at most 
to make its moves, improving the 
game’s playability and flow no end. 

Krisalis have also taken it upon 
themselves to make a number of 
extra improvements such as an 
intelligent password system, 
new music and a bucket load of 
sampled speech that intro- 


duces each of the missions. More 
static ‘scene screens’ have been 
added, boosting the already heavy 
atmosphere. There’s also a fast start 
option, where a team and their 
weapons are selected for you, letting 
you get straight into the action. 

In addition, the icon panel now 
features a ‘Go To’ option, allowing 
you to select an area on the screen 
for your man to walk to, rather than 
having to take it step by step on the 
compass points. 

The overall graphical improve- 
ments plus the speed, added music 
and excellent speech make this 
already impressive game an absolute 
winner for anyone with half an inter- 
est in action strategy. | would've rec- 
ommended it before, but now | feel 
it only fair to scream 
“Buy it!”. 


Yep, more of the same, as we take a look at 
some old releases that have been ported 
across to your faithful CD32. 


| covered the A1200 update of this interesting 
arcade/puzzle game back in the October ‘93 
issue and awarded it a handsome 84%. Well, 
here it is again, in all its A1200 version glory — 
only this time on your CD32. The story revolves 
around a young lad called Morris Rolf (Morph 
to his friends) who’s been left in a unstable 
molecular form following an accident in his 
mad professor friend’s lab. 
He's now quite literally become a ‘morph’ 
and can change between four states of 
being: gas cloud, solid ball, rubber ball and 


liquid. Morph must collect pieces of lab equip- 
ment from four zones, and needs to negotiate 
a number of traps and puzzles, only possible 
with careful control of his form (clouds don’t 
like extractor fans etc.) I'd recommend this to 
fans of the genre, but £35 for a straight port 
does seem a bit steep. 
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Blummy lummy! T'was only last issue that 
David reviewed this game (78% Overall) and 
here it is, already ported across to the CD32! 
Well done chaps, that’s the sort of thing we like 
to see. Considering the fact that by now you've 


probably played our demo (it was on Novem- 
ber’s coverdisk) and read last issue’s review, it 
seems a bit pointless giving you a game syn- 
opsis, but needless to say that you are the pilot 
of a heavily armed Apache helicopter sent to 
complete a number of dangerous missions 
across hostile territory. 

You have a wide number of weapons at your 
disposal, and can also collect ammo from 
destroyed bases across the landscape as well as 
rescue hostages from POW camps. David's over- 
all opinion was that the game was great fun 
to play but lacked in lasting appeal and, to be 
honest, | have to agree. Excellent stuff none- 
the-less though, and a worthy addition to your 
collection. 
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With the film stuck in development hell longer than any 
other in cinema history, Robocop 3 must be the only movie 
licence to be out on budget before the film has been 
released! Despite this dubious honour, though, Robo Iil is 
quite simply one of the best licences ever to hit the Amiga. 

After a year or so of criticism regarding platform/driving 
game licences (Batman, Darkman et al) Ocean kicked back 
by farming Robo Ill out to D.I.D. Using the film's story- 
boards they created a stunning multi-stage blaster which 
incorporated both vector graphics and beat-’em-up action! 

The game’s plot sees OCP taken over by a huge Japanese 
company who aim to create a new city where Detroit cur- 
rently stands. However, the citizens living there refuse to 
move, so the Japanese conglomerate employ a SWAT team 
to entice them to change addresses. Now free of his prime 
directives, Robo sees that something is obviously awry and 
steps in to help the beleaguered populace — and this 
licence picks up from there. The game starts with Robo driv- 
ing around a 3D city but later scenes add first-person maze 
sections and a series of shoot-’em-ups as the plot unfolds. 

Quite simply, Robocop 3 is fantastic. It successfully mixes 
a limited palette of blues and greys with bitmapped graph- 
ics and polygons to create a dark environment. The assort- 
ed alleys and roads are suitably bleak, and the atmosphere 
generated is nothing short of incredible. In addition, the 
game plays well too — the 3D is the most interactive 
you’re ever likely to see. A stunning game, Robo 3 should 
be the first item on your list of directives. [MB] 
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Gremlin’s ‘Ninja From The Nth Dimension’ recently died a death on its assorted console 
versions, but now he’s back licking his wounds in the best version of this colourful plat- 
former. Zool is the self-proclaimed guardian of the universe and yet another bad guy has 
stepped in with an invasion force to take the over the galaxy. Armed with a sword, a gun 
(which appears to fire Smarties) and magical capabilities, Zool has been dumped at the 
start of the first world and left to battle his way to the guardian lurking at the end of 


the very last. 


Each of the worlds is based on a theme — food, tools, music, you know the sort of 
thing by now — and patrolled by all manner of similarly-inspired foes. Thus while explor- 
ing Sweet World Zool is attack by Liquorice Allsorts and jellies, all of which are easily dis- 
patched by a swing of Zool’s trusty cutlass or a shot from his gun. Annoyingly, however, 
the nasties regenerate off-screen — and a little too quickly for my liking, making the game 


frustrating to play. 


The problem with Zool is that Gremlin had originally intended for it to be an Amiga rival 
to Sonic — fast-moving, plenty of action and colourful. And while Zool is indeed a visual 
treat featuring loads of bright characters, it never gets the chance to rival Sonic due to a 


number of irritating faults. 


For instance, whilst Zool is perfectly capable of outrunning the little blue hedgehog, he 


never gets the chance 
because as soon as he gets 
going he stumbles into one 
of the aforementioned crea- 
tures — and with three hit 
points you can’t afford to 
do that too often. This 
means that a potentially 
speedy game is reduced to 
a walk-through affair. Yes, 
Zool may well be Gremlin’s 
hero but he’s got a long 
way to go before Mario, 
Sonic the Hedgehog and co. 
should begin to worry. [MB] 
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Remember the days when you couldn't go into the local 
arcade without seeing countless Guerrilla Wars, Ikari War- 
riors and Commando machines dotted between the Drag- 
on Ninjas and Operation Wolfs? So do Core - and Warzone 
is best described as the Derby company’s ‘tribute’ to the 
many who died in the aforementioned coin-op battles. 

A one- or two-player game, Warzone is a five-stage blast 
with the player and a mate yomping upscreen in search 
of... well, people to kill. In the midst of the many gung-ho 
baddies firing back are a handful of hostages tied to poles 
and your only real objective (aside from wanton destruc- 
tion) is to free these unfortunates. 

To aid your task, medical kits and power-ups can be 
found in the shape of small red cross parcels and metallic 
tins. The former replaces one unit of energy when collect- 
ed, but the latter contains weaponry which is a different 
kettle of fish entirely. Not only can you pick up the likes 
of the customary homing missiles and flamethrowers, but 
Core have added bazookas and chainguns just for a laugh. 
What's more the effect each weapon has on the enemy vary 
too, and we defy anyone not to laugh the first time they 
see a bad guy singed for standing too 
close to the flamethrower! 

As is typical of most Core games, 
Warzone is a bit of a visual treat. 
However, whilst it looks better than 
any of the Commando clones, it isn’t 
as much fun. The action is often a lit- 
tle sedate and a pattern soon emerges 
allowing the player to second-guess 
the enemy troops. It would have been 
much better if you could storm 
upscreen guns blazing but, hey, never 
mind - this is cheap and, despite its 
faults, still worth a gander. [DU] 
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BIRDS OF PREY 
The Hit Squad £12.99 


Although it took an age to appear, Arg- 
onaut did themselves proud with Birds Of 
Prey, it has to be said. Even today it offers 
more planes and things to shoot than 
most of its rival flight sims. According to 
the unlikely scenario, NATO and the East- 
ern Bloc are engaged in an almighty bat- 
pricy ee bash hahilare 
aim is to smash the 
| dogfights whilst simul- 
taneously ensuring that everything back 
home is 
As such, Birds Of Prey is a much more 
involved sim offering more to do than 
most of its rivals. But, of course, there’s a 
downside. After all, there may indeed be 
loads of planes to select from, but the mis-_ 
sions themselves are a little staid and 
 Samey, no matter which of the planes you _ 
opt to use. | mean, there are only so many | 
_ flaps on a plane to wiggle, and they cer- 
tainly don’t seem to vary THAT much! | es 
Despite the repetitive missions, Birds Of Prey is still worth 


| utd gine Gllcapianry eystanns und Kcaitaraptstnbaceniot 
the most accurate flight sims to date. However, having said 
_ that, fans weaned on more recent, action-packed sims such as 
Gunship 2000 and the like will find it a little too dull in 
_ department. [MB] 
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The Hit Squad £9.99 


Another game which for a while seemed to destined to 
star in a ‘Where Are You?’ article, Wizkid is Sensible Soft- 
ware gone mad. The sequel to the classic C64 blaster Wiz- 
ball, Wizkid sees the original game’s spherical hero con- 
tinuing the family tree with a young son — the Wizkid of 
the title. However, Wiz senior has been kidnapped, so it 
falls to young Wiz to go and get him. Still with me? Good. 

Wizkid is a strange but playable hybrid of Arkanoid and 
platform gamestyles. Depending on whether Kid has a pair 
of legs directly beneath his pea-green head (see, | told you 
it was weird), he either has to clear a succession of screens 
of bricks whilst KO-ing the assorted baddies which roam 
the area, or solve a number of object-related puzzles. 

By rights such an obtuse mixture shouldn’t work but — 
as with Vic and Bob — Wizkid hangs together rather well. 
it would have been all too easy for it to have fallen into 
a Sensi Ego overdrive game, with loads of in-jokes and the 
like, but Wizkid’s humour actually works in the game’s 
favour. Wizkid is also extremely playable — a winning 
point in anyone's book. The Arkanoid-style screens are 
easy to play yet to reach the later stages requires genuine 
skill, and the puzzles are funny without being obscure. 

In all, Wizkid is a brave departure from the normal 
arcade/adventure style — and innovation like this 
shouldn't be ignored, so if you missed it first time round 
make sure Wizkid is 
on your list of ‘must 
get’ priorities. [DU] 


Ah, good old Team 17. Infa- 
mous Northern beer-drinking 


gits that they are, they have Strider lookalike, Assassin, 


True, this didn’t particularly 


In the so-called good old days of the C64 and Spectrum 
there was a company called Dinamic whose games were 
released through Ocean. Games like Army Moves, Game 
Over and Freddy Hardest won them their reputation — 
not one of quality, though, but one for games which 
were so unjustly tough you'd be bald after playing them 
for a week. 

Risky Woods saw Dinamic’s return to the computer 
scene and whilst it has a lot in common with past Dinam- 
ic games — bright, attractive graphics and plenty of lev- 
els — it thankfully isn’t quite so frustrating to play. 

An evil wizard has cast a curse across your fair land 
and encased the monks who protect it in stone. As the 
only person capable of freeing them (the rest must have 
had notes from their mums), you must traverse a series 
of horizontally-scrolling stages, leaping chasms, fighting 
foes and generally re-enacting every platform game you 
have ever played before! 

As our baggy-trousered hero wanders from left to 
right, care must be taken to battle the skeletons and 
demon which attack, whilst avoiding spiked pit traps and 
falling rocks. This may sound easy, but several frustrat- 
ing factors soon make things harder. You want annoy- 
ing? How about this? Whenever a skeleton lunges at you 
when you're standing on the edge of a platform, you 
always get knocked into the chasm behind! Grrrrrrr. 

Little faults like this and the game’s over-tenacious 
baddies stop Risky Woods being the fun game it should 
be. Average, and nothing 
more than an adequate 
budget game. [SB] 
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managed to stick two fingers 
up at the console invasion by 
releasing stunning blasters 
and platform games which 
people thought only Sega and 
Nintendo could do. 

In which case, it did seem 

rather strange that their 


starred what could only be 
described as a bit of a weird- 
looking jessie. And, even 
worse, he was armed with 
some rather pathetic 
boomerangs — not the hard- 
est choice of weaponry in the 
world. 


spoil an excellent game, but it 
was like when you used to 
play ‘The Professionals’ at 
school — nobody wanted to 
be Doyle, they all wanted to 
be Bodie. And Assassin’s hero 
was a bit of a Doyle. Well, 
with the advent of Assassin's 


rerelease as a budget title, the 
Team 17 gang have taken the 
chance to make the hero a bit 
more butch and give him a 
gun — an Assassin: Bodie Edi- 
tion, if you will. 

Well, apart from the most 
obvious change, the rest of the 
game has also been tweaked 
quite substantially in several 
key areas. Most noticeably, the 
previously-huge levels have 
been broken up into a series of 
small stages, which means 
that you don’t have to restart 
from a far and distant point 
any more! 

This is a major plus in this 
rerelease’s favour, and it’s 


really good to see that Team 
17 obviously listen to the crit- 
icism their games receive. 
After all, if a game had an 
extremely annoying fault 
first time round, why should 
we buy it for a tenner less if 
it still doesn’t play that well? 

So there you have it: an 
excellent Strider clone which 
out-does the Capcom game it 
was based on. It looks better, 
it plays like a dream and 
there’s plenty to kill — what 
more could you ask for! Buy 
it. [SB] 


Ocean linked up with Smiths’ Crisps to licence their Quaver-crunching Curly Colin character for 
this unusual puzzler - although, to be honest, for the all the relevance Push Over has to cheese 
snacks it could have been the Ribena berries or the Gold Blend couple! 

Based on the domino-toppling antics you used to see on Roy Castle’s Record Breakers all 
those years ago, Push Over sends Colin into a series of surreal levels with just one intention - 
position the dominoes so that pushing the specially-marked ‘Start’ tile will in turn knock over 
every domino on the screen. 

However, these dominoes aren't like the ones Roy and Norris are used to as they can do things 
like split into two, fly upwards or form a platform. As you can expect, as more and more of these 
unusual additions make an appearance clearing the screen gets progressively harder. 

Although there’s no doubting Push Over is a very nice idea, it has to be said it’s hardly excit- 
ing. The action is a little too laid-back, with none of the freneticism of classic puzzlers such as 
Tetris or Columns, and it takes so long to see if your careful manoeuvring of the dominoes has 
worked that it can be extremely annoying to have to wait to see if one slight rearrangement 
makes any difference. 

In addition, as the many styles of domino are added one at a time, it takes ages before you 
can make it on to the later stages — by which time | doubt if you'll want to bother. If you can’t 
sleep, give Push Over a whirl. Otherwise, spend the tenner 
on a big box of Quavers. [DU] 
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Corkers £9.99 


The subject of Lycanthropy rears its hairy head as Core’s Strider-esque platformer bays at the 
moon for a second time. Actually, out of all of Core’s games, this is one of the most disap- 
pointing — Frenetic not withstanding! 

Released shortly before Heimdall, the Derby-based company must have had a bit of an off- 
day as, despite looking quite impressive, Wolfchild plays like a dog. Controlling the said Wolf- 
man, the player has been set the unenviable task of rescuing their father from the hands of 
an evil kidnapper. Thus, starting as a human, you start off scouring a huge metallic spaceship 
in search of the power-ups which will unleash your wolvine side. Oh yeah, and you can also 
shoot the multitude of baddies which wander the many platforms. And that’s it. 

Yes, as a wolf, the player can climb, run and jump — but the action is so slow-moving you 
won't want to bother exploring the mud mines and forest which rear their ugly heads later 
on. In addition to the problem of the game’s slow nature, it also suffers from offering abso- 
lutely nothing new to the platform genre. | mean, there’s only so many times that a game 
such as this can throw up a boss creature at the end of the stage. The idea was getting on a 
bit when Wolfchild was 
released two years ago, so it 
could be carbon-dated these 
days! 

Generally, Derby-based 
Core Design can be relied 
upon to create either classic 
original titles or superb 
revamps of old ideas. With 
Wolfchild they failed on both 
counts. Needless to say, it 
isn't recommended. [MB] 
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This is very much the forgotten Delphine game - and 
what a pity. Recalling the adventures of Hercule Poirrot 
(the David Suchet version with the slug under his nose, 
not the lardy Peter Ustinov version), Cruise is an Agatha 
Christie-style adventure, with the player stepping into 
the white leisure suit of a 30s detective hero. Set on 
an opulent cruise liner, a murder has taken place so by 
guiding the slick sleuth through the game’s many 
rooms, it’s up to you to piece together any clues you 
may find to discover who did the dastardly deed. 
There's a large cast to interact with, and more red her- 
rings than in a Bird’s Eye factory — but fun is the main 
thing on the agenda. 

Cruise was another brave attempt by Delphine to 
combine their chunky sprites with a cartoon-style envi- 
ronment. The ship’s decks are stunningly detailed, and 
the game also uses a number of unusual ‘camera’ 
angles to display the assorted goings-on, adding a true 
movie feel to the game. The sprites are far from intri- 
cate, but they move fluidly, and Delphine’s use of cut- 
away shots is apparent throughout. 

Overall, whilst the effect makes the game look rather 
different from the normal adventures, there’s more 
depth in Cruise than the likes of Flashback and Anoth- 
er World. The game looks superb (loads of close-ups 
of objects and stricken faces), and the crime will take 
most people quite a while to solve. This is the game 
US Gold’s Murder should have been, but it was defi- 
nitely second time lucky for USG, and you shouldn't 
miss it this time 
round either. [MB] 


These pipes are covered with a thick layer 
of grease 
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LOTUS 3 


Lotus. 


it is enough to justify a purchase. [SB] 


THUNDERHAWK 


Mac Avery’s first game for Core aimed to produce the fastest 
polygons the Amiga had seen and a flight sim which virtually 
anyone could pick up and play — and, to everyone’s surprise, 
he succeeded on both counts. Wrapping yourself into the 


heavy sheepskin-collared jacket of a veter- 
an ‘chopper pilot, Thunderhawk drops the 
player into a number of battle scenarios 
which they must sort out using whatever 
means they decide upon. 

The first thing that impresses about 
Thunderhawk is the simplicity of the con- 
trols. The mouse controls everything from 
the speed of the helicopter to turning it and 
activating its weaponry. This is what sepa- 
rates Thunderhawk from the likes of Gun- 
ship and its kin, as the Core game may not 
win any prizes for its complexity but when 
it’s so much fun to play such carping seems 
rather academic. 

The second impressive feature is that as 
soon as you're whizzing around in circles, 
marvelling at how easy the whirlybird is to 
control, you'll notice the fast-moving and 
rather detailed vectors used to depict the 
many backdrops and buildings. Yes, Thun- 
derhawk not only plays well — it looks fan- 
tastic, too! 

This combination is simplistic controls 
and fast update — not to mention the 
countless missions on offer (from bombing 


By the time Gremlin got round to releasing Lotus 3, it has to 
be said that developers Magnetic Fields were obviously start- 
ing to run out of ideas. After all, the first Lotus offered 
unbeatable two-player action and the fastest road update the 
Amiga had seen, and the sequel offered a full-screen one- 
player mode which still managed to keep the road moving 
smoothly — it even had more cars. So what could they do 
for the third game? Er, more detail in the trees? Birds in the 
background? Pushbike parked by the roadside? 

instead, they decided to leave the main game as it was and added a construction kit. Not 
a new idea admittedly — and one Gremlin themselves had already used in its easily-forgot- 
ten Combo Racer — but one which works well never-the-less. Yessirree, from the comfort of 
your armchair you can sit back and add all manner of twists and turns to a track of your mak- 
ing, whilst choosing the scenery and adding any other obstacles you deem necessary. Great. 
Well, that’s the theory. Personally, | always get a bit bored of track designers as | can never 
be bothered to finetune them and stick to creating tracks which only serve to wreck my 


As such, Lotus 3 seems like a bit of a redundant title. Yes, it still offers good road-racing 
action (but nothing Lotus I! didn’t have) and, yes, it looks really nice — but there’s still no 
major difference. That just leaves the track designer to 
warrant the extra cash and, to be honest, | don’t think 


ee Sy | ES Se Se 


00017450 


OVERALL &% 


= 


P= 


le have been called in’to _recarture 
this town for . 


buildings to destroying convoys) - make Thunderhawk the best 


entry to the flight sim genre you could ask for. At this price it's 
a steal — so if you missed it first time round, don’t make the 


same mistake twice. [SB] 


With Heimdall under his belt 
Core’s artist extraordinaire, 
Jerr O’Carroll, 
attentions to the movies with 
this stunning-looking plat- 
former. Cast as a hapless film 
editor, you awake one day to 
find the rough prints for your 
latest cinematic hit nicked 
from under your very nose. In 
all, six reels have gone AWOL 
and must be recovered if you 
are to save your job. Thus 


former which excels in the 


movies it’s based on. [MB] 
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turned his 


begins a rather samey plat- 


graphical department but is 
sorely lacking in both speed and playability. 

Each of Premiere’s worlds is based on a separate movie 
theme — Keystone Cops, Westerns, Sci-fi epics, etc — with 
the nasties within tieing in accordingly. Controlling the 
game’s large and well-animated hero, the basic gameplay 
revolves around avoiding hits from the aforementioned bad- 
dies littering each screen and collecting dynamite and space 
guns to fight back with. Similarly, the film sets are punctu- 
ated by doors which, if opened, take our hero round to the 
back of the set (complete with struts holding the two-dimen- 
sional facades up!) where where he’s most likely to find extra bonus objects. 


All this jumping and lobbing stuff paves the way for a larger guardian lurking at the end 
of the stage — and these merit extra praise. Take, for instance, the Wild West boss. Appear- 
ing directly ahead, the basic aim is to beat him in a draw — but if you draw too soon, you 


lose automatically! 


Ideas like this raise Premiere above the majority of the platform jetsam knocking around, 
but not high enough to retrieve the sadly inadequate gameplay. Premiere was fairly impres- 
sive when it was first released eighteen months ago, but now it has been superseded many 


OVERALL 67% 


times over and just looks dated and dull — a bit like the B- 


JOHN MADDEN’S FOOTBALL 
The Hit Squad £12.99 


The Megadrive version of John Madden's Football has had more regenerations than Doctor 
Who. For the Amiga, though, Madden is still in its William Hartnell incarnation, but this ver- 
sion is such a goodie there was never any need for EA to go tinkering with the code. Con- 
trolling any one of the available teams, the one and only aim of Madden is to guide your 
bunch of oversized apes to victory. 

| won't bother explaining the rules as Madden won't convert anyone unfamiliar with 
American Football — but Superbow/! fans will lap this up. Madden uses a mixture of arcade 
and strategic elements for its gameplay, leaving the player to decide on their attacking or 
defensive formations, and then actually implementing them via a series of accurate pass- 
es. This combination means that every aspect of your on-screen squad’s performance is 
down to you — doubling the satisfaction when you lead them to victory. 

With the gameplay perfect in virtually every aspect, only the graphics could let Mad- 
den down — and they are nothing short of excellent. The players are represented by large 
sprites who charge up and down the screen so realistically it’s nigh-on impossible not wince 
as they are downed by a bone-crunching tackle. In addition, it’s little touches which make 
Madden just that little bit spe- 
cial — players turn slightly to 
receive a pass, for instance. 

After years of strategy-only 
American Footy games this is 
an absolute Godsend. As men- 
tioned, it won't appeal to peo- 
ple who can’t see the point of 
staying up late one Sunday ever 
year, but for us fans too lazy to 
get involved with the real 
thing, this is the perfect oppor- 
tunity to become the Amiga 
version of The Fridge. [SB] 
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CD32! 


FOUR TEAM 17 GAMES! 


PLUS! Five sets of two Team 17 double packs for the runners-up! 


And it's all thanks to Team 17. 


eam 17 aren’t content with 

the limited success they've 

enjoyed and who can blame 
them? | mean, virtually everything 
they've released has only gone to 
Number One and, at one stage, four 
of their games occupied the top four 
positions in the budget charts. Yes, 
pathetic, isn’t it? 

So now, having conquered both 
sides of the floppy market, Team 17 
have turned their attention to the 
exciting world of CD entertainment. 
Within the next month two fantastic 
double packs will be released, one 
containing Project-X Special Edition 
and F17 Challenge, with the other 
housing Qwak and Alien Breed Spe- 
cial Edition. 

In case you're new to the Amiga 
scene and don’t realise the quality 
of these four titles, here’s a quick 
two sentence recap of each of the 
games making up the quartet. 

Project-X is quite simply the best 
horizontal blast available on the 
Amiga. The original full-pricer was 
a bit hard (frustratingly so on occa- 
sions) but the Special Edition has 
been made easier and, as such, is a 
real joy to play. 

F17 Challenge is a smart arcade 
racer. With silky-smooth 3D routines 
and adrenalin-pumping action, it’s 
up there with the likes of Lotus and 
Jaguar XJ220. 

Qwak is without a doubt one of 
Team 17's most instantly playable 
games. Bearing more than a passing 

resemblance to Bubble Bobble, this 
cutesy platformer kept us here 
at The One occupied for abso- 


88 lutely ages. 


Alien Breed Special Edition is the 
oldest game to be included in the 
double packs. It’s not as sophisticat- 
ed as its sequel, but fans of out-and- 
out arcade action will still find it one 
of the most atmospheric and tense 
top-down blasters available. 

Well, that was all very interesting, 
wasn't it? Now that you're all keen 
to get your hands on these CDs, let's 
find out how you win them. 

All you have to do to stand a 
chance of winning is send the 
answers to the three questions else- 
where on the page to: Team 17 
Compo, The One, 30-32 Farringdon 
Lane, London EC1R 3AU to arrive 
here by the 28th of April 1994. The 
sender of the first correct answer out 
of the hat will walk away with both 
double packs and a CD32 to play 
them on, whilst five runners-up will 
each receive both double packs. 


(a) Wakefield 
(b) Warrington 
(c) Watford 


(a) Alien Breed 
(b) Full Contact 
(c) Body Blows 


(a) 86% 
(b) 87% 
(c) 88% 


THE PROFESSIONAL STANDARDS 
FOR DISTRIBUTION 
ENDORSED BY COMMODORE UK 


DEMOS 

D1....Mental 
D2....1 
D4....Wild 
D10...17Bit Music Demos 
D11...World Demos 21 
D13...Total Remix Demo 
D14/15,..Predators(2) 
D20/21...Red Sector(2) 
D24/25...New Tek Reel3(2) 

...Total Remix 2 Demo 

..T.V. Theme 

..Epic Demo 

...P.D. Collection 

... Virtual Worlds 

.. Vectra Sinking Demo 


... Safy 
..Video Effects 3D 
...Cult Vector Dance 2 
...Amos 3D Demo 
.A Trip To Mars 

..A2000 GenlockDemo 

D81/82.. .Budbrain 1 (2) 

D83...Budbrain 2 

D85...Crionics Neverwhere 

D87...pirhana demo 

D101..Alcatraz M/Demo 3 

D102..A Chaplin Demo 

D103..Total Destruction 

D105..Mr B Demo Comp 4 

D106..Walter S.T. Demos 

DI11..Defcon | 

D117..Aurora M/Demo 

D118..Cult M/Demo 2 

D125..Precise Demo 

D133..Fasination 

D136..Goldfire Megademo 

D137/138..So0 What (2) 

D139..Devils”No Reality” 

D144.. The Silents “Ice” 

D145..Crystal $ oe ae 

D148..Ray Of 

D149..No Brain i 

DISS. Coaxtel Coa Demo(2) 

D195..Coax 

D197..MC Disk 1 1 Coma 

D199..End Of Century 1999 

D206..Dreamers 3 

D208..Avengers M/Demo 

D216/217..Bass 0 Matic (2) 

D218..Disorder Demo 

D219.. Tuff Enuff 


D235..Six Of One Demo 
D238..Planetside 
D239..Lemmings Revenge 


D240..Total Respray 

D243..Budrain 3 

D244..Phenomena Inerspace 

D24S5..Total Retrial 

D247,.Pulling The Trigger 
CES De 


D312. ‘Devils Colours 
D314. Trakmo 

D315..The Groove Ramjam 
D325/326..Real Empathy(2) 
D328/329..Red Dwarf (2) 
D330.,.Darkness M/Demo 
D332..Melted Experience 
D333-337.. fear eny Sea 
D340, 

D341..Anarchy Smoker Co 
D342..Ed 209 The 
D343/344.. Hardwired (2) 
D346.. Wildfire M/Demo 
D347..Mindwarp M/Demo 
D348/349..Skizzo Demo(2) 
D350-352.. Treacle Team(3) 
D358..Mr Men Stories 
D359.. yore bh ay PB 


D367. ‘InThe Can Demo 
D368.. Illusions 
D369..Piece Of Mind 
D370..3D Demo 2 
D371..Lethal Exit 

ode gp tee of Commodore 
Deen, tlemeer Bema, 
D381... The Trip 
D382/3...Project Techno (2) 
D384...1 
D386...Mindwarp (AGA) 
D387...Panta Rhei (AGA) 


D353-3. Grapevt 5G 
ne 15 (3) 
mS dl 
D399-401 17 (3) 
D402...In The 


A1200 
DEGRADER 
NOW IN ONLY 
£1.50 each 


MOST DISKS 
WILL WORK 
NOW 


UTILITIES 
U1....Games Music Creator 
U21...The Comms Disk 
U32...Modem Utils 
U34...Red Devils Utlis I 
U35...Soundtracker Special 
U38...Paint,Music,Media 
U39...Card Designer 
U41...Red Devils Utils 4 
U43...Future Composer 
U44...Kefrons Makeboot | 
U45...P.E Giant Utils 168 | 
U47...Label Designer 
U49... Ultimate Icon Disk 
USO...Power Comp Utils | 
US1..Jazz Bench 
US55...Visicale | 
US57...Quickbench 


US9...Font Designer 
U60...D-Paint Fonts | 
U61...D-Paint Fonts 2 
U62...Med 3.20 
U63...Direct Anim Creator 
U64...Crossword Designer 
U66...CLI Help + Others 
U67...S/Tracker Mega 
U68...Ultimate Boots | 
U69...Ultimate Boots 2 
U73...Powerlogo 
U74...M-Cad 

U75...Journal Home Acc’s 
U76...Home Utilities 
U77...Electrocad 

U78...Ami Base 
U81...Bootbench V2.0 
U82...Slideshow Maker 
U83...Catalog Workshop | 
U84...Catalog Workshop 2 
U87...Hard Disk Utils 
U89-94... Amateur Radio (6) 
U95...C-Light + Others 
U96...GFX Utils | 
U100...Ham Lab 

U101...Sid V2.0 
U108...A-Gene 
U113...Midi Utilities 
U118/119... Video Utils (2) 
U132...GFX Utils 2 
U134¥134...North C (2) 
U136...CrossDoss (demo) 
U138...Squid Squad Utils 
U139...Terminalities V1.0 
U140...Squash | (2.04 only) 
U141...Squash 2 (2.04 only) 
U142...Text Plus 3 
U144...Dennis Samples | 
U14S5...Digital Intro Design 
U146...Viz Clip An 
U147...Spectrum Emulator | 
U151...Slipstream V/Killers | 
U152...Red Devils Utils6 | 
U154...Amigafox W/P 
U155...P.D Utils Does Disk 
U163...Quickbench + (2.04) 
U164...Rim Database 
U166.,.Dennis’s Hack Disk | 
U167...Demolisher Utils 
U168...Home Business 3 
U172...Squelch (1.3 only) 
U176...GFX Utils 3 
U177...Star Charts 
U179-180...Dice (2) 
U181...Celtic Demo Maker 
U186-206... Track Ins 10-30 
U207...lcon Collection | 
U208...Dave Jones Fonts | 
U211...Chemesthetics 
U212...Animated Pointers 
U213...Desk Top Publisher | 
U215...Messy Sid 2 
U216...Master V/Killer 2.2 | 
U218...Data Base Wizard 
U223...Ten Pin Data Base 
U224...Q-Base Data Base 
U226...Games Solutions | 
U231...D-Paint Fonts 3 
U235...Ami Cash V1 
U238...lconmania 
U240...Icon Editor 
U252...Opticomms 2.0 
U254...New Superkillers 2. | 
U255...Protracker v2.0 
U256...Atari ST Emulator 
U258...D-Copy 3 
U262...PC Emulator 
U273...Vidi Fonts | 
U274...[linoi Labels 
U275...600 Business letters | 
U279...Invoice Printer 
U283...Headline Fonts 
U289...Amos Updater 
U290...Kickstart 2.0 
U293...Black Tiger Utils 2 
U294... Text Engine V4.0 
U296...Ultimate Disk Crea 
U297...10 PD Copiers 
U298...Protracker V3.0 
U299.,.Address Print V3.1 
U303...Game Tamer 
U308...Music Base V1 
U309...PP Minicrunch 
U311...Vmorph V2.30 
U313...Pro Astrolog 
U314...Pools Wizard Jr 
U319...Lister V2.1 
U320...Garden Designer 
U327...Bezier Surf 
U329...Music Engine V3.4 
U330...Starview 
U331...X-Beat Pro 
U332...Superview V2.4 


GAMES 
G1...Return To Earth 
G2...Games comp 5 
G3...Dizzy Lizzy 
G4...Scum Haters 
GS5...Parachute Joust 
G6...Frantic Freddie 
G8... Twintris 
G9...Psuedo Cop 
G10.,.Drip 
G11...Bug Bash 
G12...Asteroids 
G13...LLamatron 
G14...Escape From Jovi 
G15...Moria Adventure 
G16...Ground Attack 
G17...Megaball 
G18...Insiders Club 
G19... Various Adventures 
G20...Battleforce 
G22...Dragon Cave 
G24...Rings Of Zon 
G25...Mayhem 
G26...Mechflight 
G27...The Tennis Game 
G28...Flaschbier 
G29...Buck Rogers 
G30.. Grey slayer 


G31...7-Tiles 
G32...Mega Com | 
G33-34...Star Tre 1@ ) 


G35-37. Star Trek 2 (3) 
G38-39...Mechforce (2) 
G40...Klondyke 

G42...Car 

G43...Games Comp 2 
G44...S.E.U.C.K. Games 
G45...Sacc Games Comp 
G46...Games Comp 3 
G48...Rays Game Bisk 
G49...Games Comp 4 
GS50...Games Comp 6 
GS51-52... Trucking (2) 
GS3...Jetpac 

GSS...Quick And Silva 
G56...Miniblast 
G57...Lamer Game 
G58...Games comp 7 
GS59...Games comp 8 
G60...Pom Pom Gunner 
G61...Caverunner 
G62...Crystal Caverns 
G63...Intact 

G64...Eternal Rome 
G65...Lemmingoids 

G66 ‘DownHill Challenge 
G67...Lame ST Ports 
G68...Paranoid 
G69...Puggles 
G70...Chainsaw Death 
G71...Pirate Pete's Treasure | 
G72...Serene 2 | 
G73...Castles 
G74...Dynamite Dick 
G75...Card Games | 
G76...Wizzy’s Quest 
G77...Growth 
G78...Skate 

G79...Atic Atac 
G80...Napoleonic Sim 
G8 1...Project | 
G82...Lazer Zone 
G83...Lemmings Pack 
G84...Star Trek S.E.UP 
G85...Lettrix 
G87...Matched Pairs 
G89...Snake Pit 
G90...Zeus 
G92...Blizzard 

G93... The Maze Game | 
G94... Subculture 
G95...Hollywood Trivia 
G97... Shootout 
G99...Holy Grail Adventure | 
G100...Amos Coindro 
G101...Classic Comp i 
G102...Card Games 2 
G103...Super Skoda Chall 
G104...Grand Prix Sim 
G106...Computer Conflict 2 
G107...Mission X Raid 2 
G108...NU Game 

G110... Tricky + The Turn 
GII1... Marble Slide 
G112...Games Comp 10 
G113...Black Jack Lab 
G114...Dungeon Of Madroj 
G115...Amiga Columns 
G116...Robocop In Irag 
G117...Mutant Camels 
G120-122...Warlock (3) 
G124...Bart Simpson 
G126...Air Ace 2 
G127...Breakout Con Kit 
G128...Pipeline 
G129...Dung Of Dorndian 
G132...Peters Quest 
G133...Star Trek 3 
G134...Piperider 
G139...Door To Door 
G143...Solid Quad 
G144...Omega Race 
G145...Mission X Raid 3 
G146... Trek 73 
G147...Wack In Wonderland 
G148...Squats Revenge 
G149...Sky Fight 
G150...Wet Beaver | 
G151...Airmania 
G152...Wizard World 
G154...Totally Frantic Quiz 
G155...Chess V2.0 
G156...Smash Telly 
G159...Billy The Dragon 
G160...1-Ching 
G161...B-Ty 
G162...TomCat 

G163...Sea Lance 
G164...Dizzy Diamonds 


G165...No Mans Land 
G166...Word Square Solver 
G167...Cross Fire 
G168...Wastelands 
G170...Space Blitz 
G171...Crazy Sue 
G172...Make A Break 
G173...Squamble 
G174...F-1 Challenge 
G175...Othello 
G178...Evil Dead Game 
G179... Trainset 
G180-181...P Comps | +2 
G182...Diplomacy 
G183...Tractor Beam 
G184...Motor Duel 
G185...Game Boy Tetris 2 
G186...Water Works 
G187...Act Of War 
G188...Mutants Games 
G189-193...Timelords 1-5 
G194.,.Nirvana 
G195-196...Neighbours (2) 
G197...Ameoba Invaders 
G198...Game Boy Tetris | 
G199...Tetren 
G200...Battlecars 2 
G201...Dr Mario 
G204...Ashido 
G205...Cheats Disk 2 
G206...Cheats Disk 3 
G208...Airport 
G209...F.R.A.C. 
G210...The Golden Fleece 
G211,..Legend of Lothian 
G212-214...Timelords 6-8 
G215...Amos Games | 
G216...Super Sid 
G217...Light Bikes 
G218...Relayer 
G219...Air Hockey 
G220...Amos Child Quiz 
G221...Texas Chainsaw 
G222...Roulette 
G223...Premier Pics 
G224... Thrust Duel 
G225...Wibble Giddy 
G226...Super Pong 
G227...Fruit Salad 
G228...Brainbow 

G229.. Jeopard 
G230.,.Space Invasion 
G231...Karate Worm 
G232...Super League Manager 
G233...PD City Comp | 
G234...Colour Changes 
G235...Battle Of Britain 
G236...Super Twintri 
G237...Castle 
G238...Numtris (+ Only) 
G239...Kung Fu Charles 
.G242...Micro Market 
G243...Bload Runner 


_ SLIDES 
S1...Ham Pics Show | 
$4...Madonna slides 
S5...Moviestar slides 
S6...Party Disaster 
S8...Immaculate Collection 
$9_..Simpsons Slides 
$10-11...Channel 42 (2) 
$12...Bruce Lee Slides 
$14...Adams Family 

S15... Viz Mag Slides 
4 ee Jarre 
.Dr Who Demo 
ia ‘Nasa Slides 
$22-24...WWE Slides (3) 


$42...Golems Gate Slides 
$43...Chainsaw Slippers 
$44...Cry For Dawn 
$45...Forgotton Realms (2) 
$47...Kick Off 3 Slides 
$48...PD Slideshow 
$49-52... Terminator (4) 
§53...Robocop 2 Slides 
$54... Trackmaster Slides 
$55...Forgotton Realms 2 


$58...Hellraiser Slides 
$59...Night Breed Slides 


$72... The Wonder Years 
$73...Watership Down 
$75...Ferrari 348 Pics 
$76...Belinda Carlisle 
_$77...Cher Slides 


$80...Wendy James Slides 
$81... The Invisible World 
S$82-83... Terminator 2 (2) 
S84...Fantasy Pics 
S85...Gulf War Slides 
S86...Magical Pics 
S88...Gulf War Tribute 
$89-90...S/Thing Fishy (2) 
$91...Eldorado Slides 


ANIMS 
A1...Probe Sequence 
A2...Ghost Pool 
A3...Jogger + Magician | 
A4...Gymnast Demo 
AS...Fractal Flight 
A6...Basketball Demo 
A8...Walker Demo 
A9...Magician 2 
A10...Pugs In Space 
All...Luxor Teenager 
A13..Juggler Demo 
A16...Cool Cougar 
Al7...Mono Cycle Anim 
A18...Robocop Anim 
A20...Mayhem On Wheels 
A21..Jugette 2 
A22...Shuttlecock Anim 
A23...T-Pot Anim 
A27...Fleet Manouvre 
A28...Billiard Anim 
A29...E/Prise Leaves Dock 
A30...Starwars 2 Anim 
A31...Star Trek Anim 
A32...Fraxion revenge 
A34...Madonna Anim 
A35...Stealthy Anims 2 
A36...Raiders Of The L/Ark 
A37...Bugs Bunny Show 
A38...Iraq V's UK Anim 
A39...Mike Tyson anim 
A42...Walker 2 
A43...Walker 3 
A45-46...Light Cycle (2) 
A47...Exploding Head 
A48...Police Car Chase 
A49...Top Gun Demo 
A5O0...Animators Demo 
AS1...5 Ways To Kill a Mol 
AS2...Another 5 Ways 
AS3...Batman The movie 
AS4...3D Spaceship 
ASS5...Mr Potato Head 
A59...Low Level Flight 
A63...Amy V's Walker 
A64...Real Pinball Anim 
A66...Porky Pig Anim 
A67...Adventures Of Chuck 
A70-71...Max Overdrive (2) 
A73...Spaceshuttle Anim 
A74...Ghostbusters + Horse 
A76...Alarm Anim 
A77...Flight Anim 
A78...Piano Anim 
A79...Dart Anim 
A80...Bad Bird Anim 
A81...Holiday Anim 
A82...Fillet The Fish 
A85...Miners Anim 
A86...Pocket Watch Anim 
A90-93...The Movies 2 (4) 
A9S5...My TinToy 
A96...T-Pot 2 Anim 
A99... Terminator 3 
A100...Dolphin Dreams 
A101/102... Thunderbirds (2) 
A103...History of Amy 
A104...Pogo Anim (2 Meg) 


= “+4 
EDUCATION 
E1...Education Pack | 
E2...Education Pack 2 
E3...Education Pack 3 
E4...Education Pack 4 
ES...Education Pack 5 
E6...Education Pack 6 
E7...Educational Worlds | 
E8...Educational Games 
E9...Math Drill 
E10...Amiga Function Com 
E11...Devware Ed Com 
E12...Simon Says + S Maths 
E13...Kids Paint 
E14...Storyland 2 
E15...Colour It 
E16...Colour The Alphabet | 
E17...D.T.P. For Children 
E18...Algebra 
E19...Amosagram 
E20...Animal Land! 
E21...Animal Sounds 
E22...Military War Sounds 
E23...Vehicles Sounds 
E24/25...Read & Learn | (2) 
E26...Junior Maths 
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E DUST COVER WOR: 


OYSTICK WORTH £6.99 


2) One LICENCEWARE 


CLE DIPNOGALNGS Loun st choot colo ypn of Piers Lé Deni. Trhasuc 
and Creataceows. 2 disks £4.50 

CLE? GEOLOGY Want w know all about the Volcanos and their sebstances then 
try thes. 2 disks £4.90 

CLED3 SOLAR SYSTEM Know more about the Solar system with info on Planets ete 
with pictures. 5 disks £5.50 

OT ee rete 
hours, | disk (3 

Ct CHORD Lan gay be pry i ety a od 
available. | disk 

Sea ae the GCSE’s with this Maths instructor 

. Quadratic, Area etc. | disk £3 

cmt VATER FISHING Tht you know a shut fag’ Try this. 2 
disks £4.99 

CLEOS NIGHT SKY Look at the stars, planets te from anywhere and click on an 
object for info. | disk £3.50 


CLEO® WORDS + LADDERS A word spelling game for | or 2 | disk £3.50 
CLE10 BASICALLY AMIGA Get to know your Amiga to the full. 3 disks £4.99 
CLEII LETS LEAR Vid Loum ton, tas codes tn as eany oi Age 


from $-7. | disk 63.50 
CLEI2 A TEACH Try t spell what you see on the screen. | disk £3.50. 
CLE!3 HOME BREW With recipes to instrachons on fermenting etc. Leam how to 
make home made wine, | disk £3.50 
CLEI4 ECOLOGY Leam more about Ecology with this brill program. 3 disks £4.99 
CLE1S FAST FRET Learn scales on the guitar and become as good as the best (with 
sound). | disk £3.50 
CLEI6 KINGS AND QUEENS Fad out ol he Monarchy hier wi ie pagrsn 


CLEIT TEMCANAAING Bel pul ope cduaden pp | disk £3.80 

CLEIS WORK AND PLAY 3 educational programs to help children leam easily. | 
dt 0.90 

CLEI9 PLAY IT SAFE This will teach children what safety is inside and outside. | 
disk 6.0 

CLE20 BIG TOP FUN Another 4 programs to help the children | disk £3.50 

CLE2! JIGMANIA 2 type educational programs on this dish. | disk £3.50. 

CLE2? CHESS TEACHER Lear how to play chess the easy way with this teaching 
aid. | disk. £3.50 

CLE23 MIND YOUR LANGUAGE Like a dictionary thes explains word meanings 
but simplified. | disk £3.50 

I gn as eS te ee 3 disks 


{S%0 

CRED CRUE COREE YE Lage baw 0 ply Spies Copan? 
da 0.0 

CLE SNAP Match silhouettes with the colour pictures on screen. Age 3+. | disk 
£3.90 

aah es A complete Tarot card translator for the phychics among us. 3 disks 


cus FLA WIT CUB § programmes to heip the children learn with fun. | disk 
CLES PREISTORIC LN ose ow pa | disk 


CLES AICTE Da picts ten 

children. | dish 

Ch Ee 
wth thes 2 disks £4 

CLES SFHED Lew sow ftient per of hs plane wi 

disks 4.90 

CLEM YOUR FIRST PONY What to look for and how jo look after your first pony 
(book). 2 disks (4.99 

CLE3S TC SOLAR SYSTEM 2 Sequel to set |. superb 3 disks £5.90 

CLEM% THE TIME MACHINE Teaches kids to teil time. 2 disks £4.) 

CLE37 DISCOVERY AMERICA Learn all about colonisation of U.S.A. | disk 0.50 

CLE38 HOME INVENTIONS First in the quest for knowledge senes, this prcture 
book deals with inventions since 1750. 2 disks £4.50 

CLE39 MY LITTLE ARTIST Super’ colouring book for childhen with features for 
disabled needs as well, Needs | meg chip ram . 2 disks £4.90 


UTILITIES 
ne scrollers etc. | disk 


LUD FRSH INDEXER A fol dbneof the Fred Fh hey. | disk £3.80. 
oe i ne 
CLUOS A-GRAPH MAKER Me arse © St yon 1 | disk £3.90 
CLUOS SAS MENU Make menas to suit you. | disk £3.50, 
pref de easy 10 use but powerful database system. | dish £3.50. 

Solve the crosswords easily. 2 disks 4.90. 
CLUBPLAY PLAY AND RAVE TA manic mote baht cae wont, 2 ahs CA30. 
CLU10 POWER ACCOUNTS Keep accounts of your expenditure with password 

function. | disk £3.90 

el 1 RS AT OPED PD 


CLUI2 ee re 


software cats ote. | disk £3.50. 

CLUI3 DATOS Easy to wse yet very powerful database. | disk £3.50. 

CLUM STOCK up to date with your stack control. | disk 
O.% 

CLUIS EPOCH V calendar utility. | disk £3.50 

CLU16 CROSS Usefel needlework utility. | disk £3.50 


CLU17 LC10 FONTS Different foots for your LC10 Printer. | disk £3.50. 
Pete bid em ay helen SS Abegey yT 

LOM Primer. | disk £3.50 

for your BJ10 Bebbiejet printer. | disk 


CLU2 INVOICE MASTER Sort your invoices out easily with this one. | disk (3.80 
CLU22 H.DM. v1.1 A hard drive multitasking mena system. | disk £3.50. 
CLUD F-15 ANIMBRUSHES Anim brushes for use with paint packages. | disk 


OM 

CLU24 RED LOTUS ANIMBRUSHES Mer sen trees pt packages | 
dak C3 

CLU2S STAR FIGHTER ANIMBRUSHES Eves more anim brushes for paint 


2 disks £4.90. 
CLU% VOYAGER ANTMBRUSHES Yet more amembrwshes for pannt 
3 disks £5.90 


Cw? A very powerful image database to store pictures tex! and 
sound. | disk £3.50 


GAMES 
CLOT NORRIS A very addictive game set in the medieval era | disk £3.50 
CLOM DARK THINGS A bila platorm cody ane | disk £3.50. 
CLGO3 PHASE 2 An excellent diseways scoll shhot em up game. | disk £3.50. 
CLODM X-SYSTEM A very addictive game with the esaal end of level monster. | 
disk 


x) 
CLOQS TRUCKING ON Try and manage your owe rch eect. 2s 
CLG06 OBLITERATION Another fast shoot em wp type game. | dick £3.80 (Not 


plus } 
CL.Ga8 DRAGON TILES OM type mahjong style game. | disk (3.90. 
CLEP SETOR EE, Det aD pr Car shooting and racing with opponents. | disk 


0.90 
CLGOI0 FUTURE SHOCK A case of petting the bat the maze, | disk £3.50. 
ena ee rth the overhead view 
theme. | desk 
et eee een eee ree 


CLON PARADOX A to tes, those | disk £3.50. 
CLOl4 SONIC SMARTIENEAD Anooe 


disk £3.90. 
aay 1 RIN. pom nt ape 
CLGI7 BMBRIUM DAY OF RECKONING One of thse pagicubenae te 


excellent! | dik £1.50 
cuit AN plane ih 2 oh ene | 


CLOW STRLLARSCAPE Nr ii Sten 3 ts Sretoni 
CLOW JUNGLE BUNGLE A mouse icon driven adventure 


Finke Poway ws 
CLG! iaclinateneameanete 


afl with Christmas themes | disk £3.90 
Chori MARVIN THe MART A massive maze type game where you collect 


ie 10150 


CLG2S WHITE RABBITS Another puzzle type game. | disk £3.50. 
Ne eee ee 


cuca Te Excellent platform adventure along the lines of Turican. | disk 

CLG BILY BALL Gey gh who ms xt pe | disk 
CLEM CAPTAIN tr owe a il ns i eG 

CLG} DIRTY RACKETS 3 Tens plaforn pe! | disk £3.50 
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WE ACCEPT ALL MAJOR CREDIT CARDS 


CENTRAL LICENCEWARE 


EST 1991 


ORDER NO: PO1 


DANCE IN STYLE WITH ALL 
THE LATEST RAVE & TECHNO 
SOUNDS ON THE AMIGA 


10 DISKS FOR ONLY £10.50 « Pap 


ORDER NO: PO11 


YET MORE OF YOUR 
FAVOURITE DANCE TRACKS 
TO KEEP YOU RAVING 


10 Disks FoR ONLY £10.50. par 


ORDER NO: PO2 


LEARN LANGUAGES, PLAY GAMES, 
WATCH DEMOS, PAINT PICTURES 
ETC. AGE RANGE 5-ADULT 


15 DISKS FOR ONLY £15.50. Pap 


ORDER NO: PO3 


WITH 100s OF PICTURES TO CHOOSE 
FROM THIS IS A MUST FOR ALL YOU 
D-PAINT AND DTP ENTHUSIASTS 


15 DISKS FOR ONLY £15.50. Pap 


ORDER NO: PO4 
WHETHER IT'S JUST TYPING A LETTER 
OR KEEPING A RECORD OF YOUR 
FINANCES, THIS |S A DEFINITE MUST 
10 DISKS FOR ONLY £10.50. Pap 


ORDER NO: PO10 


EVEN MORE UTILITIES TO 
KEEP YOUR RECORDS 
RUNNING SMOOTH 


10 oISks FoR ONLY £10.50 + Pap 


ORDER NO: POS 
THIS IS FOR ALL YOU STAR TREK 
FANS. CONTAINS STAR TREK GAMES 
1 & 2+ OTHER ANIMATIONS ETC 
10 o1sks FoR ONLY £10.50 « Pap 


ORDER NO: POS 
AN T FIND THOSE CARDS. FEAR NOT 
ALL YOUR FAVOURITE CARD GANES 
ARE AT HAND IN THIS PACK 


10 DISKS FOR ONLY £10.50 - Par 


ORDER NO: PO7 
THE NEW 1.7 EMULATOR WITH 
FOUR GAMES DISKS, 66 GAMES IN 
LL. A MUST FOR ANY COLLECTION 


5 Disks FOR ONLY £6.25 - Pap 
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All you need to do is put the 
num of the disks required 
and send it to the address 
below along with a cheque or 
PO made payable to 
DISKOVERY 
Please don't forget to include 
the correct targeted to ensure 


DISKOVERY, DEPT (THO), 108 THE AVENUE, CLAYTON, BRADFORD, W YORKS BD14 


LIBERATION 


Tips come and tips go but some are 


timeless, much like this month's offerings. 


There are fabbo player's guides to 
Liberation and The Labyrinth Of Time and 


the conclusions of the complete solutions to 


Star Trek and Simon the Sorceror. You've 


never had it so good. 


_ LIBE 


Roll up, roll up, it's time for the biggest and most in-depth guide to Liberation you're ever 


likely to come across. Written by Tony Lazzerini, the game's producer, this players’ guide 


contains everything you need to make the most from this stunning game. So get to it, then... 


GETTING STARTED 

The first thing you need to know about 
Liberation is that it’s not a game where 
you can just wander around hoping to 
find clues. There are far too many build- 
ings and far too many people milling 
about to make random guesswork an 
effective strategy. 

So how do you make progress effi- 
ciently? Basically, you have to find 
someone who can give you the name 
of a useful contact who may be able to 
help you. If you are playing the easy 
level, you are given some possibilities 
at the beginning of each mission. Visit 
each location and you'll come across a 
character who can send you on to the 
next step of your search. 

If you're playing the hard level you 
get a much more complex route, and 
no help at the beginning. So the only 
way to start is find a newsagent and 
buy an electronic report which has the 
story in it. To read the report you have 
to put it into one of your head slots, 
then activate its only button. 


MOVING AROUND 

To get to a specific location, the worst 
thing to do is to wander around the 
streets looking for an address. First, the 
traffic will happily run you over and sec- 
ond, there are nine zones and hundreds 
of streets. 

The first thing to do is to get direc- 
tions for where you want to go. There 
are several ways to do this. The best 
way is to get one of your mappers 
programmed. The manual mapper 
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can only be programmed by other peo- 
ple. You can usually find someone who 
will program your mapper in exchange 
for money. If you find someone who 
offers to do this give them a credit card, 
then your manual mapper. Both will be 
returned to you, but don’t forget to 
pick them up! 

If you locate a computer terminal 
(there is always at least one working in 
the City Records Office and the Library), 
program your comms mapper with the 
address you want to go to. Leave the 
building and locate your taxi on the 
manual mapper (it is shown as a rotat- 
ing white cross). 

Walk into the taxi then activate 
whichever mapper you have _ pro- 
grammed, select the address, sit back 
and enjoy the ride. The taxi will remain 


where you leave it, unless someone else 
decides to use it . 

The other way to move around is to 
access the street terminals and ask 
them for directions. If they are working 
they will guide you to the right location. 
Remember that as vehicles drive on the 
left you should always start out with 
the terminal on your left on two-way 
streets when following instructions. 

The street terminals follow the one- 
way system, so you will also have to 
(which may not be the shortest route). 
You might find it safer to walk below 
street level, as the roads are identical to 
the ones above, but have no traffic on 
them. However, you will meet more 
dangerous people down there. 


FINDING THE CAPTIVE 
It's a good idea to go quickly to an 
address you've been given. Sometimes 
the person you were told to meet gets 
bored waiting for you and wanders off 
into the city. If this happens you will 
have to search the locality — the char- 
acter will always be around somewhere. 
When you enter a building to meet 
someone, there are usually many other 
people around as well. The person you 
want will always be standing still unless 
provoked, unlike the characters wan- 
dering around. However, you may have 
to go through several locked doors to 
find the person you've come to see. 
Each key you find only matches the 
door with the same number on it in 
that building. If you get stuck trying to 
find the right key in a building, check 


to see if there is another entrance to the 
building below street level — the miss- 
ing key might be down there. 


MEETING PEOPLE 

Every time you start a conversation you 
will get a description of the mood of 
the character. Learn to recognise what 
the moods mean, because they tell you 
how helpful a character will be and 
what is likely to happen if you threaten 
them. 

Shooting people first can soften 
them up (it may take more than one 
bullet), although in general it is usual- 
ly better not to shoot at friendly-types. 
Once you've softened someone up, 
don't fire again or it will provoke them. 

Beware of shooting people (unless 
they attack you first) in pubs and police 
stations. The result is that all the other 
people in there will rush to their assis- 
tance — a usually fatal proposition for 


“you. 


Shooting policemen is always a bad 
idea because they will radio for help 
(how quickly it'll arrive depends on how 
near help was at the time). On the other 
hand, although muggers will shout for 
help if you shoot them, the police very 
rarely bother to turn up. 

If a policeman asks for a bribe, don’t 
bother — it will cost you a LOT of 
money. If you annoy a householder 
enough, or shoot at him, he will prob- 
ably call the police. Fortunately, they 
take a couple of minutes to respond 
but if you don't leave quickly they will 
come piling in through the front door 


to get you. 

Some characters will give you false 
addresses to try — you can usually tell 
if an address is dodgy by looking out 
for characters who say “Er” or “Ah” 
when telling you. 


DOING BATTLE 

First things first: don't slug it out — use 
battle mode. Then dodge out the way 
and turn to face your opponent. You 
can get several shots in and dodge 


again before the opponent has had 
time to aim at you. Alternatively, just 
run away — it is possible to play a 
whole level without killing anybody at 
all if you want to. The more people you 
kill, the more aggressive the general 
populace will become (and who would 
blame them?). 

There are LOTS of different guns and 
loads of different kinds of ammo you 
can buy. Read both the weapon and 
ammo descriptions (info them in the 
backpack) to see which are the most 


powerful. You can buy good guns from 
the gunsmith but don’t try to steal 
them - he’s a whole lot better armed 
than you'll ever be. 

Your guns won't auto-reload if you 
are using two at once. This is because 
you have to have a free hand to rum- 
mage in your backpack, get the ammo 
and put it in your gun. Obviously you 
can only auto-reload if you have the 
right ammo, and it can be slid out of 
the backpack without first having to 
unload something else — so always 
keep ammo around the edges of the 
pack area. 

There are also throwing weapons 
and crossbows. These are good because 
you can get your projectile back again. 
A sword is handy because it never runs 
out. Two unusual weapons are power- 
points and doors. If you find a power- 
point and recharge yourself, you'll see 
a spark coming from the point. If you 
put your hand in the spark an energy 
bolt will fly off. To be effective you need 
to line up yourself, the spark and mon- 
ster. Remember that the police moni- 
tor power-point usage, so they will find 
it easier to locate you. You can also 
squash monsters in doors if you close 
the door when they're standing in the 
doorway. 

If you're in trouble, there are some 
doors baddies can’t open: in the police 
station you can open cell doors but 
nobody else can, so you can use an 
empty cell as a safe room. Any door 
that has been unlocked with a master 
key can be locked again with the same 
key (ordinary keys are no use because 
you don’t get them back). Baddies can 
only open unlocked doors on their own. 
If you are being pursued, hide round 
corners and surprise your opponent. In 
any case, if you’re lucky they may not 
find you. 

Flying monsters find it difficult to go 
up and down stairs, so you can run 


away that way. If you are being 
attacked outside, climb a ladder. Apart 
from the flying monsters everyone else 
has to use the steps, so a quick change 
of level allows a quick getaway. Don’t 
hang around too long, because once 
your opponent has found the nearest 
steps he'll come looking for you. 

Finally, the effectiveness with which 
your droids do battle depends entirely 
on their skills so learn how to improve 
them. 


CONFIGURING YOUR 
DROIDS 

Your droids start Mission One with only 
very basic skills and you won't get very 
far without improving them. Skills do 
not improve with practice, you must 
either buy chip-ups or reconfigure your 
droids. To see what your current skills 
are, go into a droid’s backpack then 
select the spanner. This displays a cir- 
cuit board. 

At the bottom of the board is a 
screwdriver-type thingy. Select this and 
you can configure all of the chips on 
the board. But first click on the chip 
marked 'S’ in the top-right corner of the 
board. This is the skill chip and the dis- 
play will tell you what the skills cur- 
rently are for the head. Select other 
parts of the droid (to the left of the cir- 
cuit board) to see how the skills affect 
arms and legs. 

Here’s what the skills do: 
BRIBERY:Makes bribery easier. 
COMPUTING: Necessary when 
hacking computers, gives more 
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attempts at logging in to police com- 
puter and decodes the scrambled mes- 
sages you get. 

MECHANICS: Allows use of armour 
repair kit. 

TARGETING: Improves your missile- 
aiming skills. 

STREETWISE: Detects being robbed 
and detects if someone has called the 
fuzz. 3 

INTERROGATION: Makes people 
more likely to tell you what you want 
to know. 

BRAWLING: Used for punching/knuck- 
le dusters/knives. 
SWORDSMANSHIP: Used for sword 
fighting. 

SLUG GUN:Used for all hand guns. 
ENERGY GUN: Used for laser weapons. 
THROWN: Used for throwing objects. 
MISSILES: Crossbow/sling. 
DODGE:Increases chance of a bullet 
missing you. 

CLIMB: Reduces chance of slipping 
down the ladders. 

JUMP:Reduces damage when you fall. 
MIDE: Baddies find it harder to 
locate you. 

RUN =: When high enough you 
can walk twice as fast. (Note: The 


whole party must have this skill.) 
REACT: Increase speed you can fire 


the guns. 

LIFT: Increase the amount you can 
carry. 

MULTISTAGE: All other skills are 


boosted by this factor. 


Here’s how to program your droid: 

Select the spanner icon in the back- 
pack and you will get the circuit board, 
with four chips and a load of power 
jumpers on it. If you select the screw- 
driver from the bottom of this screen, 
then clicking on the skill (‘S’) chip you 
show you what skills you have. The 
skills are modified by the top (and to an 
extent the vertical) chip, which can 
boost the skills depending on how it is 
configured and what power jumpers 
are connected to it. The vertical chip 
modifies strength attributes and the 
bottom chip drives your droids’ shields. 
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Each line has one powerlink — if there 

is no powerlink then that skill won't be 

increased. Each chip has four numbers 

corresponding to the four skills. Each 

can contain numbers from 0-3: 

© No line, no need for a powerlink as 

no increase available. 

4 Skill boost +1 

2 Skill boost +2 

3 Skill boost +3, plus 1 to the other 3 

lines, even if they have no powerlinks. 
Suppose we have four Skills: 

Brawling, Swords, Slug Gun and 

Reaction, and a chip of 1121. We will 

get: Brawling level 1, Swords level 1, 

Slug Guns level 2 and Reaction level 1. 
This isn't quite true, as the strength 


chip increases some skills as well, but 
this is the basic rule. If we want a high- 
er Sword skill we can program the chip 
by selecting the screwdriver (bottom 
right) and swapping around the num- 
bers on the chip. Suppose we change 
it to 1211, then we will get: Brawling 
level 1, Swords level 2, Slug Guns level 
1 and Reaction level 1. 

If we had a chip with 1311 we will 
get: Brawling level 2, Swords _ level 3, 
Slug Guns level 2 and Reaction level 2 
because the 3 will feed 1 to all the other 
skills. So the best possible chip is a 
3333, giving 6’s to all the skills (ABCD). 

As mentioned earlier, the Strength 
chip can also increase some types of 
skill, e.g. Brawling. The Strength chip 
acts just like the Skill power chip to 
boost your strength for carrying, 
punching and some of the manual 
skills. 

(S) Skill chip, contains four of the 
seven skills, dependent on where it is 
fitted (Leg, Arm or Head). It is possible 
to have an extra skill called a Multistage 
— this is a skill booster. In our example 
above, suppose we have a Skill power 
chip of 1211, and a skill chip with a 
Multistage instead of a Sword skill. 

The result will be: Brawling level 1, 
Multistage x3, Slug Guns level 3 and 
Reaction level 3. All the skills after the 
multistage will be boosted, so Slug 
Guns and Reaction are multiplied by 3 
Note also that this is a poor configura- 
tion as the Multistage is boosted by a 2 
on the Skill chip, whereas only a 1 is 
needed. If we change the chip to 1121 
we will get: Brawling level 1, Multistage 
x3, Slug Guns level 6 and Reaction level 
3: 

By the way, the Multistage needs 
only one powerlink to work, which can 
be in either the Skill power chip or the 
Strength power chip, so you can 
remove one of the powerlinks to con- 
serve power. To give you an idea as to 
why all this is a good idea, if you have 
a Skill power chip at 3333 and a 
Strength chip of 3333 all fully linked 
and with all the powerlinks in place, 
along with a Multistage of 7, you can 
produce skills of up to 96, as follows: 
Multistage x7, Brawling level 96, Slug 
Guns level 94 and Reaction level 91. So 
it's well worth buying better chips and 
reconfiguring the circuits if you want to 
make serious progress through the 
higher levels. 

(abc) Armour chip. This is used to 
determine shield efficiency — the idea 
is to drive the chip to create the high- 
est possible shield efficiency at the low- 
est possible power drain. Each of the 
three positions on the chip can have 
either no gate or one of the following 
three types: 

GREEN (AND GATE) 

Must have two powerlinks powering it. 

RED (EOR GATE) 

Must have only one powerlink power- 
ing it. 

YELLOW (OR GATE) 

Can have either one or two links to 


power it. 

The efficiency of the shield ranges 
from 0 to 7, with 7 being maximum 
shielding. Each position on the shield 
chip provides a different contribution 
to shield efficiency: 

(A) BOOST +4. 

(B) BOOST +2. 

(Cc) BOOST +1. 

So the most efficient (powerwise) 
configuration is to make position (a) an 
EOR gate. This will give boost of +4 for 
just one powerlink. The worst configu- 
ration is an AND gate in position (c), as 
it requires two powerlinks and gives a 
boost of just +1. 

If you look carefully at the circuit 
board you will see that the centre two 
powerlinks are connected to two gates. 
So with the right chip (one containing 
all EOR gates) you can achieve maxi- 
mum efficiency with just two power- 
links, with a corresponding benefit to 
the amount of damage you can take 
with minimum draw on your power- 
pack. 

If you can't configure the chip very 
well, concentrate on positions (a) and 
(b), trying to minimise the number of 
powerlinks needed to drive these gates 
correctly. 

Still with me? Award yourself an 
honorary degree in robotics and apply 
to Phi-Corp for a position on their 
design team working on the /ZX series 
of droids! 


ADDITIONAL 
INFORMATION 

A good plan for an experienced libera- 
tor is to configure the front two droids 
for maximum fighting capability, and 
the back two for other skills such as 
interrogation or computer hacking. 
Remember that it is the colour of the 
button you press which determines 
which robot carries out an action such 
as talking or accessing terminals. So you 
don't need to swap your droids round, 
just select the one you want to carry 
out the job in hand. 

In battle you can see the level of 
punishment you are taking on the ID 
plates of your droids — it’s shown as a 
number on a red splash. If the number 
is grey the damage will heal in time 
(especially if you go to sleep), but white 
numbers won't and will have to be 
repaired. You can get damaged bits 
repaired at the metal factory - the more 
it costs, the better the repair. 

The optics factories are the best 
place to get a droid’s head repaired. 
Hardware shops will sell you new and 
better chips for your droids, as well as 
replacement limbs, etc, if yours become 
badly damaged. 

When reconfiguring your droids you 
will see that you can add power 
jumpers and level multipliers. These 
improve your skills but increase the 
drain on you power pack (kept in the 
chest). Keep topped up by plugging in 
to the power-points dotted around var- 
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ious buildings. Factories have the most 
— but remember, the police hack the 
power company’s computer and can 
tell when and where power points are 
being used. Incidentally, their own 
computer records failed log-in 
attempts, so if you are going to hack in 
get it right! 

You will notice that when the droid’s 
talk to each other, they all have names. 
You can change the names if you want 
by pressing the yellow button (or right 
mouse button) over the info icon in the 
backpack. You have to enter the back- 
pack via the droid icons (i.e. using the 
left shift key) for this to work. 


MAKING PROGRESS 
Although it's possible to complete early 


levels without paying much attention 
to anything other than the people you 
are told to see, much more rapid 
progress can be made once you start 
exploring and talking to people. 

Money is always a useful commodi- 
ty, so it’s worth accumulating as much 
as you can. To do this, although in a 
morally dubious way, you can rob hous- 
es. Large value credit cards will usually 
be locked within the depths of a house 
and will often be guarded. Objects you 
find and which aren’t needed by the 
people you have to meet can often be 
sold to a trader. Be careful, though, as 
objects found on the trail to a charac- 
ter may be needed later on. 

However, you may be able to buy 
what you need from a trader if you 
can't find it lying around. If you’re short 
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of money and can’t find anything to 
sell, many characters drop things when 
killed which can then be sold to anoth- 
er trader. 

The upstairs rooms in shops often 
have goodies in them which you don’t 
need to pay for. If you're really desper- 
ate, you might be able to sell your 
weapons or even your body parts for 
scrap. The best credit cards, with real- 
ly large amounts on them, are in the 
banks. Needless to say they are kept in 
vaults and heavily guarded. Getting 
weapons into a bank is not easy, but if 
you do then turning over the bank is 
very profitable. 

There are two ways to get weapons 
inside the bank: first, buy weapons that 
cannot be detected by the sequrity 
droid (ceramic ones are a good bet); 
and second, shoot your way in. You will 
then have to operate the teleport your- 
self, which involves activating the con- 
trol and running back into the teleport 
area whilst it is operating. Be prepared 
for a major scrap! 

Once you know an account number 
you can deposit money into a bank. 
You will earn compound interest on any 
money in your accounts when you com- 
plete a mission. 

It's worth buying as many master 
keycards as you can to speed up explo- 
ration. You can buy a master card for 
each zone and for each of the two 
building types (houses and other build- 
ings), usually from the sub-level traders, 
but they are expensive. The card will 
open all doors of that building type in 
a whole zone. 

There are many other objects you 
can buy which speed things up. The 
computer protocol device, for example, 
lets you hack the police computer with- 
out having to improve your computing 
skills. The alien scanner will let you 
detect baddies without opening a door 
to see what's behind it, and will warn 
you of anything creeping up behind 
you. A video bug stuck to a monster 


(throw it at one) will transmit pictures 
back to a receiver. This allows you mon- 
itor other parts of the city as the crea- 
ture wanders about. 


HELP! | KEEP LOSING 
THINGS 

There you are, about to do battle with 
a monster, you press fire - and nothing 
happens. You've been robbed! 
Especially below the streets, the world 
is full of muggers. They don’t attack 
you, they just steal from you. If you are 
looking at them, you may notice a 
slight twitch under their cloak. If so, 
check all your droid’s hands - somebody 
just lost something. 

Of course, a good mugger will sneak 
up behind you while you are doing 
something else, so you won't know 
you've been done over until you come 
to try and use whatever it was that was 
taken. Luckily, muggers can’t steal from 
your armour-plated backpack, they can 
only take things you are using. So it’s 
a good idea to put credit cards and 
stuff into a backpack when not being 
used if you are in a dubious neigh- 
bourhood. 

Sometimes your droids will notice 
and call out as they are mugged. The 
only way to get your stuff back is to kill 
the mugger. This means finding him (or 
her) if you didn’t notice at the time. The 
mugger will hang on to your stuff until 
killed, so a quick and brutal reduction 
in the mugger population will proba- 
bly get your equipment back (as well as 
turn up other stuff that could be use- 
ful). 

If you leave things lying around, they 
probably won't be there when you go 
back. However, there’s a good chance 
that a worthy citizen has handed it in 
at a police station. Unfortunately, being 
who you are, you won't be too wel- 
come in police stations, and the lost 
and found room is naturally both 
locked and guarded. 
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Blast away those Klingons (which sounds pretty painful to me) and talk yourself out of 


impossible cliff-hanging situations with this, the final thrilling instalment of The One's 
complete guide to Interplay's Star Trek. 
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1. Go to the Alpha Proxima star system and enter standard orbit around the asteroid. : 

Use Uhura to hail it, talk to Spock and then consult the ship's computer about Proxima, —_2. After you've beamed down pick up a rock and walk towards the door. Use Spock on the 
Proxtery, Lucrs, Sofs, Scythe and fun with base numbers. When you've digested all this keypad on the right of the door, enter the code; 10200 (which spookily enough is a num- 
information, grab your phaser and beam down. ber 99 in base 3) and then go through the door. 
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3. Use the tricorder on the 
computer terminal and then 
use Spock on it. Use Spock 


on the writing on the door 


and then use him on the 
lock. Enter the number 122 
and go through it. Use 
Spock and the tricorder on 
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4. Use the tricorder on the drill’s control panel 
twice and then use the box. Take the wire from 
the box, use Spock on the control panel and 
set it to 100. Use rocks on the template that’s 
burned into the wall, next use Spock again on 
the panel and set it to 001. Take the keycard 
from the template. 


— | € et ager <i cae br: — Bek Fon - oo a “ear co atatia ; 5. Go west and use the keycard in the keypad. 
' ey rY | lee 5 er i Now go north and use the tricorder on each 
of the three computers. Use Spock on the left 
and the right computers only. Finally use the 
wire on the right-hand computer and then use 
Spock on the left-hand one. Ta-daaaaa. 
Another episode bites the dust. Beam us up 
Scotty... 
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2. With your game safely saved you've now got to engage the fake Enterprise in a hot and 
sweaty space battle. Set your speed to either 2 or 3 which will, fingers crossed, make the 
enemy circle around your ship. This way he’s much easier to shoot and destroy. 


1. Before you beam over to the destroyed 
starship, choose option #2. Beam over and 
use McCoy on the injured crewman. Next 
use the tricorder on the ship's control pan- 
els which are located just above the 
captain's chair and then use the tricorder on 
the captain's chair to read the last log entry. 
Go south and use McCoy’s tricorder on the 
woman. Talk to her and then use the com- 
municator. Select choices #1, #1 and #2 
and — this next bit is very important so I'll 
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hen | first played The 
Labyrinth of Time | wan- 
dered around for a bit, said 


“Ooh, that’s pretty” and “Ahhh, that’s 
nice”, wandered around a bit more 
and then got completely and hope- 
lessly stuck. 

Yes, it may be a flick-scrolling adven- 
ture but the Labyrinth Of Time is a real- 
ly tough one. And so, for those of you 
wedged tightly into the boat of frus- 
tration, drifting aimlessly on the sea of 
bewilderment (nice metaphor; you 
ought to be a writer. — Dave.), here is 
the solution along with a few scattered 
hints to help you. 


LET’S GO! 


The game begins in the subway car and 
all you have in your inventory is a sin- 
gle quarter. Don’t use this coin in any- 
thing other than in the phone in the 
booth in the 50‘s Diner on the upper 
level. Got that? Good. 

You see you don’t use this quarter 
until you find the telephone because 
using the coin here allows you to pick 
up thirteen more which will cascade 
handily onto a stool. Once you have all 
these quarters it’s just a matter of vis- 
iting all the areas of the labyrinth and 
finding the objects which will allow you 
access to other areas. But let's 
worry about that later. What 
about the subway car...? . 

You'll begin the game in 
a subway car on the middle 
level and the only item 
you have at the start of 
the game is that one 
quarter | mentioned 
earlier. You can exit 
this middle level in 
one of three ways; by 
using the elevator in 
the hotel, by falling 
through the city street 
when you _— cross 
against the red light, or 
by the stairs which you will 
come to after making 
your way through the 
medieval 
maze. 
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Stuck in the Mirror Maze? Vexed by the Laundry chute? Yes, me too, 


but now help is at hand. Let The One lead you through The 


Labyrinth of Time. 
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As the door to the south is locked all 
you can do is bravely walk into the 
hotel. One of the doors is 

locked so we'll come 
back to it later and the 
only other room of 
interest is Number 

14. This is the 
room with the 
wardrobe in_ it 
(which is also 
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locked) and the key to it is located in 
the western town on the upper level. 

To get to the western town, go up 
in the elevator, past the crystal cliffs, 
through the dim tunnel and through 
the railway car. Nip into the sheriff's 
office and open the drawer on the 
desk. Look at the drawer and take the 
brass key inside. Oh, and while you're 
here pop into the saloon and grab the 
bottle ofwhiskey. 
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WHAT A CARD! 


Once you have the brass key, return to 
Room 14 and the locked wardrobe. Use 
the key on the wardrobe and get the 
cardkey and the journal that are lying 
on the shelf. The card key will allow you 
to use the teleport at the end of the 
mirror maze, while the journal will 
reveal information regarding the histo- 
ry of the labyrinth. 

The journal also discloses the com- 
bination to the lock on the door that 
leads to the tomb of King Minos. Of 
course, the combination will only 
appear AFTER the shirt has been 
cleaned and the newspaper printed and 
placed under the sign. But as this prob- 
ably means nothing to you now, we'll 
forget about it and return to the prob- 
lem later. 

Once you have the cardkey you can 
enter the mirror maze (the doorway 
opposite the elevator). To get 
through this troublesome section 
simply follow this sequence: once 
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you have entered the clown’s mouth go 
straight, right, left, straight, left, left, 
right, left, straight, right, right, straight, 
left. Morgan the fortune teller lies in the 
centre of the maze. Be sure not to use 
your only quarter in it. 

Once you make it through the maze 
you can use the cardkey in the tele- 
porter slot. After using the cardkey you 


must press one of the buttons to tele- 
port. The green button will transport 
you to the library, the blue button to 
the museum. 


MUSEUM PEACE 


Pressing blue takes you to the museum 
where you should pick up the alien belt. 
There are also three levers here. Pulling 
the two outside levers in the museum 
will place or remove bridge sections. 
One also places a section for the mine 
in the western town. 

Each time you move a lever you will 
be teleported to the middle level, so be 
prepared to walk back a few times. 
Pulling the centre lever will cause the 
subway car to be crushed but if the 
subway car is crushed during the game 
don’t despair as it can be ‘pumped up’ 
with the bicycle pump which is found 
in a toolbox at the construction site on 
the upper level. 

Next press the green button to tele- 
port to the library. The cave and the 
mountain road can be reached by tele- 
porting from the southern-most room 
of the library. The first time you exit the 

cave and walk 
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across the road you will narrowly dodge 
the falling rocks and they won't injure 
you. However, to cross back you must 
be wearing the helmet which is found 
in the south-east corner of the medieval 
maze. You will not be able to pass the 
rocks if you're aren’t wearing the hel- 
met. Safety first. 


CRYSTAL PALACE? 


After the rockfall you'll come across the 
Cretan palace. Have a quick wander 
round and take the Labrys which you 
can find in the central room inside the 
large circular object. Now it’s time to 
enter the medieval maze. 

The maze is located on the middle 
level to the east of the cave and the 
Cretan palace. To navigate through it 
to get the helmet go: right, left, right, 
straight, left, straight, straight, left, 
right and right. You should find your- 

self in the far-east 

corner. Get the 

helmet and 

make your way 

back using the map for refer- 
ence. To get out of the maze to 
the upper level and the 50's Diner, 
enter the maze from the Cretan 
Palace and go: right, left,right, 
straight, left, straight, straight, 
left, left, right,straight, right, 
straight, left, straight, straight. 
After climbing the stairs, the 
first object you'll find is a can of 
paint. This is very important so 


Be 


be sure to take it. Step out of the clos- 
et and use your single quarter on the 
telephone. After inserting the coin in 
the slot, thirteen more will fall onto the 
stool underneath. Pick up the quarters. 
Use a coin on the jukebox and get the 
silver key from the coin return. 

North of the 50’s Diner lies the 
hedge maze and the _ following 
sequence will allow you to safely navi- 
gate it. Entering from the south go: 
right, left, right, left, right, left, straight, 
left, right, straight, right, straight, right, 
left, left, straight. After dashing 
through this maze you'll enter a con- 


struction site. 
Take the 
screw- 
driver 
lying on 
t.: hs 
workhorse 
and note 
down the 
numbers on 
the west wall too. These numbers are 
the solution to the theatre puzzle. 
Now you have the silver key it’s time 
for a long walk back to the detective’s 
office. Use the key to open the door 


and take the iron key which will open 
the jail cell in the sheriff's office. 


WILD WEST 


With this piece of info you can now 
return to the western town and open 
the jail cell. Use the iron key to open 
the door and once inside you'll be able 
to get the revolver which is hidden 
under the blanket on the bed. Sadly the 
revolver is never used in the game but 
what a nice looking gun it is. 

So where to next? Go back to the 
elevator entrance on the upper level 

(near the detective’s office) and 

head into the movie theatre. The 
solution to the puzzle on the wall is 
found in the construction site (you 
noted it down, didn’t you?) and is as 
follows: reading from left to right the 
first row is 7, 2, 9, 10; the second 1, 11, 


ats 


5, 13; the third 8, 15, 14, 12; 
the fourth 3,4, 6. Once you solve 
the puzzle the wall will 


*- open revealing — the 


entrance to the construction site. Look 
inside the toolbox to getthe gold key 
and the bicycle pump. 

Once you have the gold key you can 
open the locked door in the hotel. In 
the servant's room there is a blank 
sheet of paper on the table which you 
must use with the printing press in the 
western town on the upper level. Once 
you have printed the newspaper, return 
it to the servant's room and place it 
underneath the sign on the wall. 


LOSE YOUR SHIRT? 


Next you're going to need the shirt so 
return to the subway car and go south 
to the locked door. The door can be 
opened by unscrewing the screw in the 
latch with the screwdriver and then tak- 
ing it. Once you loosen the screw you 
can open the door and enter the city 
streets. To fall down to the lower level 
just cross the street. Get the dirty shirt. 

The dirty shirt must be taken to the 
laundry chute on the upper level in the 
hotel and dropped inside. The shirt will 
appear, clean and pressed, later in the 
servant's room under the sign. 

But there’s a combination lock 
how do | open it? Well, the combina- 
tion to the lock can be found in the 
journal which you found in the 
wardrobe in the hotel on the middle 
level. However, the combination will 
only appear after you have cleaned the 
shirt and put the newspaper you print- 
ed under the note in the servant’sroom. 


Anyway the combination is Corelius’s 
birth date which ts 4/8/72. 

Having cracked the combination lock 
you will be in the tomb of King Minos. 
The tomb contains a sarcophagus inside 
which is a Cretan ornament. Take this 
as it is used to open the locked door in 
the Cretan palace. 

Nipping nimbly back to the palace 
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the locked door will allow access to the 
King Minos’ throne room. Move the 
throne to find another can of paint. 
Take this as it’s just as vital as the first 
can. Trust me. 


HAZY DAYS 


Now this is the bit where | level with 
you. This is as far as I've got and I'm 
afraid the end game details get a bit 
hazy from now on. But then hey, you 
don't want me to spoil all your fun do 
you? 

So what have we got left? Ah yes, 
the mine entrance. This is located in the 
western town. To open the door to the 
mine, push the cart down the tracks 
and through the wall. If this doesn’t 
work you need to lower the bridge 
piece using the levers in the museum. 
Inside the mine pick up the lantern 
(which will be needed to explore the 
Mayan Ziggurat) and then the sword. 

To finish the game you're going to 
need one more important, nay, vital 
item: the Mayan talisman. This talisman 
can be found in the middle room of the 
museum. It is in the broken exhibit after 
the bridge to the maze centre is com- 
pleted (a bit of lever fiddling accom- 
plishes this). Now all you have to do is 
wander into the surreal maze and find 
the middle. The maze centre is located 
north of the Cretan palace, and to get 
there you must complete a bridge 
which connects the two. 

When you finally reach the maze 
centre you will come face to face with 
the head of the minotaur. To defeat 
him you must use the two cans of paint 
to coat both mirrors, place the Labrys 
in the right spot on the wall and use the 
Mayan talisman. 

And that is most definitely and 
finally that. You've cracked the 
Labryrinth Of Time. Well done. 
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Okay, now that you're out of the Goblin village it's time to venture forth with this, the sec- 
ond and final part of our complete solution to AdventureSoft's smart graphic adventure. 


Being a wizard has never been so much fun! 


Ta WOODCUT WOES : uy ba . sie: caste a 
In the icy wastes use the metal ' > 
detector on the screen shown here. _ 

Take the rock with the fossil in it : 

(the interesting looking rock also ; 

found on a snowy screen) to the ul 

blacksmith and use it on the anvil. 

Now give the fossil to the paleantol- 

ogist who'll move his dig site to — . 

where you left your metal detector. : a —e— 


ne — 


3. NAFFLIN IN A SPIN 


Go back to Repulser’s Tower. Use the 
woodworm on the floorboards. Use 
the ladder to get down the second 
and open the tomb. When Nafflin 
appears, ‘move’ the loose bandage 
and get the staff. Go back to the wiz- 
ards in the tavern and they'll induct 
you as a wizard for 30 gold pieces. 


4. FROGGY PROBLEMS 5. SHIFTY SORCERY 


Return to the druid’s cottage. He wants some frogsbane in return for a Go to the talking tree and use the white spirit to remove the pink splodge. 
potion. Go to the Swampling’s house, move the crate and open the trap Talk to the tree and get the magic words. Go to the ruined witch's cottage 
door. There's a loose plank down here so nail it down. Get the frogsbane and pick up the broom. In the magical battle try and beat her as best you 
from Skull Island and return to the druid. Voila, you now have one can. | tend to go for sausages all the time. When she loses and changes into 


1 00 shrinking potion a dragon, change into a mouse and escape into the mouse hole. 


6. EXTRA STRONG MINTS 


Now it's time to go to the tower. Use the climbing pin with the hole and go 
up. Consume the mints to melt the snowman. When you reach the tower the 
bridge will collapse. Use the broom to get over the gap and then consume 
the shrinking potion. 


ed 


ee 
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9. INSIDE THE TOWER 


Use the branch to defeat the chest. Pick up the spear and the shield. Go 
down and use the spear to get the skull on the ceiling. Pick up the chest. 
Move the lever, put the chest on the block and move the lever once again to 
crush it. Move the lever once more time and pick up the candles. Go up and 
up again 


11. IT’S THE PITS 


+ At the fiery pits, pick up the 
~~] pebble and the Y-shaped 
sapling. Talk to the souvenir 
| seller who will give you some 
-.| brochures. Look at the 
_ “4 brochures and then use the 
=2.8.] elastic band with the sapling. 
Use the beautifully 
constructed catapult with the 
bell to distract the souvenir 
seller. Pick up the souvenir 
"| matches and move towards 
|| the pits. 


-. er _ 
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7. MY SECRET GARDEN 


Pick up the leaf, the stone and the matchstick from the bucket. On the next 
screen, get the lily leaf and use the matchstick and leaf with it. Get on the 
leaf and get the seeds. Return to shore and use the seeds with the rock to 
make some oil. Use the oil on the tap and then the hair on the tap. 


10. SMELLY SOCKS 


Get the pouch, sock, book and magic wand. Use the sock with the pouch and 
the pouch with the hole to get the mouse. Talk to the mirror and go up. Talk 
to the demons. Get the book and chemicals. Use the chemicals on the shield 
and hang the shield on the hook. Talk to the mirror again. Ask to see the lab. 
Read both books and go back upstairs. Talk to the demons. 
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SNIP TIPS 


Welcome once more happy lads and lasses to the sign that says you're welcome, not to 


mention the sign that says you're cheating - yup, tip time is upon us once more. If you're 


standing in the newsagents writing down all these level codes in a small book, then may | 


suggest that you sod off double-swiftish. If you're a faithful reader, however, then hi, 


come in, have a cuppa’. Don't forget that I can't exist without you, so if you fancy your 


name in lights and your letter box stuffed with a free software prize, get your tips into: 
Mr Tips, THE ONE, Priory Court, 30-32 Farringdon Lane, London EC1R 3AU. Thanks a mill’. 


SYNDICATE 

Bullfrog 

Ta very much to Mike Egan from 
Swindon and Matthys Van Der Mar 
from Holland for these company names 
with a difference. Type ‘em in for a 
sorts of strange happenings... 


OWN THEM 
Turns all the countries except one to 
your colour. 

DO IT AGAIN 
Lets you choose any country you want. 

ROB A BANK 
Lots of cash. 

MIKES TEAM 
Gives you 100,000,000 dollars, and all 
the modifications and weapons have 
been researched for you. 

MARKS TEAM 
This does almost the same as MIKES, 
except all your team have been kitted 
out with weapons and have had the 
best modifications done to them. Your 
cryo tubes are also full. 

WATCH THE CLOCK 
Time passes very fast indeed. 


BRUTAL SPORTS 
FOOTBALL 


Millennium 
A Mr Andy Wain from Worcester has 
sent in a code that takes you straight 
to the 1st Division matches for the 
ultra-violent sport sim, so type it in and 
get hurt big time. 

FQMXQX7KN 

5S9HC9ZZZ 

THE-ONE 


THEATRE OF 
DEATH 


Psygnosis 
I'd like to extend my thanks to the 
anonymous reader who sent in a 
huge computer-printed sheet 
filled with level codes for this 


Psygnosis war-sim. | love you and | 
want to have your children. 


GRASS LEVEL 


Slaughter House 
Grenade Test 
Tank Test 
Chopper Squad 
Air Support 
Operation Cobra 
Flush ‘Em Out 
Yellow Chickens 
Wildgoose 
Freedom Part1 
Freedom Part 2 
Certain Death 


None 

3742037511750 
3743AB043D2C0 
374EB1C108DF0 
3747F2D2304E0 
374EO0FA058500 
375218624A9E0 
3741EE8D68730 
377E1AAF75510 
37D0B6574FA90 
371AD5D760290 
3066A48019700 


DESERT LEVEL 


Mantrap 

lronside 
Investigation 
Warzone 
Operation Blitzkrieg 
Heli Hath No Fury 
Operation Destroy 
Operation Judas 
The Defector 
Crater Maker 

No Chance 


772B8AF13DEC1 
772BACDB1A581 
772BED881E0C1 
772A0B160B531 

772E227F5CEO1 
772FF6A419791 
7739AEB975CA1 
773D37DB11A41 
775AFCE94D9A1 
77821FFA68871 
776B092A2C571 


Operation F.T.O. Part 1 7502584C79311 
Operation F.T.O. Part 2 737BF005797E1 


SNOW LEVEL 


Operation Polaris 
Swapping Sides 
It's a Secret 

If It Bleeds Kill It 
Warzone 

The Great Escape 
It's Freezing 

No Morale Values 


6031769A639B2 
60314C8348632 
6031B00C30482 
6033A48515532 
603325CA55CA2 
6035978F5A312 
60208E233B7D2 
6015C59C3B802 


THE SETTLERS 
Blue Byte 

Thanks to the large huddle of chaps 
and chappesses who sent in level 
codes for this stonking little game. 
Hold your breath and get ready for 
some hot love... 


Level 1 START 
Level 2 STATION 
Level 3 UNITY 
Level 4 WAVE 
Level 5 EXPORT 
Level 6 OPTION 
Level 7 RECORD 
Level 8 SCALE 
Level 9 SIGN 
Level 10 ACORN 
Level 11 CHOPPER 
Level 12 GATE 
Level 13 ISLAND 
Level 14 LEGION 
Level 15 PIECE 
Level 16 RIVAL 
Level 17 SAVAGE 
Level 18 XAVER 
Level 19 BLADE 
Level 20 BEACON 
Level 21 PASTURE 
Level 22 OMNUS 
Level 23 TRIBUTE 
Level 24 FOUNTAIN 
Level 25 CHUDE 
Level 26 TRAILER 
Level 27 CANYON 
Level 28 REPRESS 
Level 29 YOKI 
Level 30 PASSIVE 
The Trojan Horse 606A6C10290C2 
Operation Wolf 6020CD847A982 


Trouble and Strafe 603C522C71302 
Driving Them Mad 62D6F79E6C862 


LUNAR LEVEL 


You F.O. 56401FA7612A3 
Shields up 564036CC6BB13 
Pods and Sods 564095586C8F3 


The Eagles /Landed 5640836454BF3 
The Theatre Of Death 56441C7D065C3 


CHRISTMAS 
LEMMINGS 


Psygnosis 

Peter Lindley (a mere 15 years of age, I’m 
reliably informed) from Whetstone and 
Pat Jones (no age given) from 
Merseyside both earn themselves a tip- 
pity top piece of free software for being 
the first in with these level codes for that 
oh-so-recent festive release Christmas 
Lemmings. Jolly good show! (By the 
way. Psyggy - where's our review copy? 
Eh? EH? We wanna play with the little 
cuties too!) 


FLURRY 

Level 1 No code 

Level 2 IJJLDNCCCN 
Level 3 NJLDLCCDCK or OJNLHCEDCT 
Level 4 HLDLCIOECQ 
Level 5 LDLCAJNFCK 


Level 6 DLCMJLLGCV or DLCIKLLGCS 
Level 7 LCAOLLDHCP or LCANNLDHCQ 
Level 8 CINNLLHICN or CIOLLDLICY 

Level 9 CCJIMDUCN or CEJIMDLICO 
Level 10 UWJMDLCKCU or IKHMDLCKCT 
Level 11 NJOLHCELCL or NHMLHCELCX 
Level 12 JMDLCINMCK or JMDLCKNMCM 


Level 13 MDLCAJNNCT 
Level 14 DLCIINMOCM 
Level 15 LCAOLMDPCY 


Level 16 CINNMDLQCS or CKNNMELQCV 


BLIZZARD 

Level 1 CAKHNNHBDK or CCJJINQHBDO 
Level 2 WILFNCCDQ or UKLGLCCDQ 
Level 3 NJLFLCCDDN or NJLGNCADDO 
Level 4 JLFLCINEDC or JLFLCKNEDW 
Level 5 LFLCAJNFDN or LGLCAJNFDO 
Level6 FLCMJLLGDY or FLCIIOLGDX 
Level 7 LCCNNLFHDV or LCANOLFHDU 
Level 8 CINLLFLIDK or CMONNNHIDX 
Level9 CCJJMFLUDQ or CCJKMFUDR 
Level 10 IKHMFLCKDW or IKHMGLCKDX 
Level 11 NJMFLCALDU or NJMFNCCLDY 
Level 12 JMFLCINMDN or JMGLCINMDO 
Level 13 MFLCAKMNDW or MFLCEJMND) 
Level 14 GLCOJMMODV or GNOWLMODU 
Level 15 LCCNNMFPDO 

Level 16 BINOOOLQDQ or BINNOONQDR 
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Please please please can you help me. I've 


got a problem with a magazine called The 


One. I've got to page 103 but can’t get past 


the bit where all these horrible readers 


send me their problems. 


Matt The Medic, 
Essex. 


(Tough. Get on with it. — Doctor David, 


London) 


Dear Matt, 
| wonder if you could solve my prob- 
lems in INDIANA JONES AND THE FATE 
OF ATLANTIS. | can’t get past the fat, 
bald, ugly guard in the Maze of Crete. 
He’s far too strong (and drunk) and 
the boulder rolls the wrong way. 
Sam Doesborgh, 
The Netherlands. 


Easy. Talk to Arnold, and get him 
to follow you into the next room. 
When he appears, use the ship’s 
rib on the boulder to run him 
over. This won't get rid of 
Arnold, so move Indy to the 
other side of the boulder and use 
the stalactite on it. Don’t forget 
to search Arnold once you've 
sorted him out. 


Dear Matt, 
| know that you've only just printed a 
solution to HOOK, but I’m having 
trouble finding all the mugs. Can you 
help? 
Martin Reid-Smith, 
Weybridge. 


Dear Ms Reid-Smith (sorry, | have 
a cold), | could go into a long 
description but as my grandfa- 
ther used to say ‘Why go to all 
that trouble when you can cheat’ 
so here’s a way to gain all the 
objects neccessary to complete 
the game without too much 
effort. Enter the Bait & Tackle 
pub and pick up the mug next to 
the candle. Now try to pick up 
again from the space where the 


mug was and you'll get every 
item on the go. | thank you. 


Dear Matt The Medic, 
I've just bought A-TRAIN as part of a 
compilation. The only problem is that 
I'm crap at it and can’t get very far 
into it due to lack of funds. Have you 
any cheats that will get me going? 
Steven Morris, 
Edinburgh. 


I'm not really sure what you 
mean by ‘get you going’ but 
here’s a cheat for tons of lovely 
lolly anyway. Just type in 
CHEATERCHEATERWIMP at any 
point in the game. See, easy as 
that. 


Dear Matt, 
I'm having trouble with a bit of an 
oldie — PRINCE OF PERSIA. There’s 
just one bit on Level 2 where | can’t 
get down to one of the nasty fella’s 
without being killed before | can draw 
my sword. Do you have any cheats 
that will increase my energy or some- 
thing? 
Brian Stevens, 
Poole. 


Huzzah! (Just getting into the 
spirit of things.) | don't have any 
energy tips, but | do have a level 
skipper that will, er, allow you to 
pass onto the next level. (That 
was a pretty stupid thing to say 
really, wasn't it?) Anyway, just 
hold down ‘Caps Lock’ and ‘L’ 
keys to activate it, and then press 


You must all hate me on a personal basis. | only say this because 
I've offered you the chance to impress your friends with displays of 
your infinite wisdom, and yet you still refuse to be in my gang. 


Come on — help a fella’ out! 


* Avery persistent Victoria Dutton from Powys is (apparently) des- 
perate to know how to kill the dragon in the castle in DUNGEON 
QUEST. She has found the magic ring but can’t get it to work. 

* Victoria also wants to know how to get past the lake in SPELL- 


BOUND DIZZY. 


* Stuart Thompson from Brixton wants to know if anyone has 


found any cheats for DIGGERS. 


¢ Gill the Lard from Fat Lad Land (7?) wants to know how to blow 
up the factory on mission 12, Part 6 of 6 in CANNON FODDER. 


a number to move onto that 
level. 


Dear Mr Medic, 
Please help me! I’m well and truly 
Stuck in the slightly surreal GOBLIINS 
2. Don’t ask me how, but I’ve man- 
aged to get as far as the parchment 
on World 6. However, | haven't got 
the foggiest how to get any further. 
Come on then your fullness, get 
explaining! 
Karen Price, 
Nightsbridge. 


If I'm honest (and this only based 
upon my attempts to play the 
game) I'm surprised that anyone 
has managed to get past the 
loading screen. Anyway, assum- 
ing that Fingus is now called ‘F’ 
and Winkle is called ‘W’, let's 
move on shall we... 

Okay, get F to lift the handle 
and W to lift the point. Do this 
twice and then get F to take the 
book mark. Use this on the can- 
die to give it a wick, and then get 
W to take the match and use it 
on the eye. This will now fall out, 
meaning that you can get the 
buffoon to kick it and smash the 
glasses. 

Now get F to take some glass 
and use it on the ray of light to 
light the candle, producing a 
lump of wax. F can now use the 
wax on the seal and then on the 
imprint on the lock. Take the 
seed that emerges and plant it 
on the village map. The goblins 
can now climb down to the next 
screen with buffoon. Phew! Who 
thinks up these things? 


Dear Sir Matt, 
Please, please, please (etc, etc — 
Matt) can you help me with a budget 


game called ROBOCOD. I'm pretty 
good at the game, but by the time | 
get to later levels, I've already lost 
most of my lives and don’t get to see 
much of the game. Do you have any 
infinite live cheats please, please, 
please (etc, again - Matt). 
Paul Gifford, 
Rugby. 


Please, please, please stop being 
so humble — although | like the 
sound of Sir Matt! Type THE LIT- 
TLE MERMAID anytime during 
the game and then press the fol- 
lowing keys for the following 
effects. 


F You can fly! 

X Takes you to the exit. 

B Lets you drive in the bath! 
P Gives you an aeroplane. 
M_ Teleports you to any 


where in the game. 
F10 Activates some weid and 
silly screen blobs. 


Ooh-la-la. Time’s run out 
again. Don't despair 
though, I'll be back at the 
same time next month with 
more medicinal offerings, 
so get your probs into: 
Matt The Medic, Games 
Surgery, THE ONE, Priory 
Court, 30-32 Farringdon 
Lane, London EC1R 3AU. 
Please don’t phone in or 
send SAEs as | can't answer 
your queries personally and 
all those homeless stamps 
make me want to raise a 
people’s army and seize 
control of the state. See ya! 
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Hey, you crazy guys! 
Have any of you 
noticed that the title 
PD Zone actually 
includes the word 
‘ONE’, as used in the 
title of this very 
magazine. Yes. I 
know. Brilliant, isn’t 
it! How many other 
words can you spot 
that include the 
word ‘ONE’? 
Answers to Matt at 
the usual address. 
Oh yes, and here are 
some PD games as 
well. 


SPATIAL 
HYPERDRIVE 


| love a nice simple game, and this is 
just about as simple as they get. In 
Spatial Hyperdrive, you're a pilot 
who must navigate his ship down a 
horizontally-scrolling tunnel. Your 
craft crawls along at first, but grad- 
ually increases in speed until it’s 
steaming along at a speed that even 
Nigel Mansell would fill his pants at. 

But that’s not all. Alhough the 
tunnel starts off fairly roomy, as you 
progress further it starts to branch 
into separate narrow forks, making 
a tough job even tougher. Make your 
choice and make it well because 
you'll find that some routes are more 
demanding that others. 

You have a number of shield 
points, shown as bars along the top 
of the screen, and you lose one every 
time you hit a wall. Other than that, 
Spatial Hyperdrive is simple, very 

hectic and very demanding on 
your reflexes - but what's it 
actually like? 


PD ZONE 


Well... it’s alright. | suppose. It's 
very fast and very panic inducing, 
but you'll soon discover it’s not the 
sort of game you play to see what 
surprises lie on the next level. After 
all, at the end of the day flying down 
tunnels very fast is just, erm, well, 
flying down tunnels very fast. 

The action is impressively smooth 
(though the edges of the screen suf- 
fer a bit from the speedy update) 
and the control is pretty responsive 
too. The tunnels have been mapped 
out well, with lots of nasty twists 
and turns that make the tunnel look 
as though it’s going to head off one 
way when in fact it’s about to shoot 
off in another. 

In summary, this is a decent ‘pap 
your pants’ offering that has initial 
impact, but probably won’‘t have you 
coming back time and time again 
simply because it’s too samey. 
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KUNG-FU 
CHARLIES 


Before we begin, | feel it only fair to 
tell martial arts fans - DON’T GET EXCIT- 
ED! Kung-Fu Charlies bears as much 
relation real Kung-Fu as the taste of 
chicken-flavour crisps does to the taste 
of real chicken. It’s a silly game, and no 
mistaking. 

You, young man, are a Kung-Fu 
Charlie, as are all of the characters that 
appear in this game, and have been 
charged with a simple task - beat up 
anyone you encounter. Anywhere. You 
do this using a limited number of 
moves that rival even that of Bruce Lee 
(I'm referring to the old Spectrum 
game, not the actual Bruce Lee) and 
with not only a kick but a flying kick as 
well, must beat everyone off the 
screen. 

Bad guys vary from donkey-like Nin- 
jas who just wait on platforms for you 
to arrive and deal out death, to more 
agile fighters who'll pursue you ledge 
to ledge. In honesty, none of these 
opponents are worth worrying about, 
as they’re all pretty stupid at the end 
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of the day (and fairly dumb first thing 
in the morning as well.) 

Once the room you're in has been 
cleared of enemies, you can exit via a 
door that opens in the wall - leading 
into a similarly furnished room with 
more of the same. 

it's all pretty simple, as | imagine 
you've gathered from the description, 
but it has to be said that it’s actually 
quite fun leaping about and smacking 
thick little people around the screen. 
The graphics are old fashioned but 
clear and the sound effects are limit- 
ed to a ‘shmack’ noise, but who cares? 
It's a lovely little time waster and a lot 
better than some of the rubbish we've 
seen in the last few months (need | 
mention the words ‘Fistfighter’ or ‘Dan- 
gerous Streets’ on these pages? | think 
not.) 
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Yes, | know it’s an old idea and, yes, 
| know we've seen it about a hun- 
dred times before, but this is just 
such an excellent version that | had 
to include it. Nibby Nibble is, of 
course, another copy of that age-old 
classic, Snake. 

In Nibby Nibble, you take the part 
of a snake who, like David, can’t get 
enough food. The only problem is 
that, again like David, the more he 
eats, the bigger he gets. This might 
not appear to be such an incredible 
problem, but whereas we just widen 
the office doors for Mr Upchurch, 
Nibby travels through a series of 
maze-like areas and, should he 
bump into his ever-lengthening tail, 
will end up eating himself and los- 
ing a life. 

Each level presents a different 
food and a different layout, varying 
from standard mazes to intricate 
grid layouts, necessitating ever- 
changing strategies if you hope to 
clear the level before crashing into 
yourself. 

Where Nibby varies from the 
other numerous copies is that he 
isn't a continuously moving snake, 
with the player able to pause for a 
moment aand plan ahead, thus 
allowing a touch of strategy to enter 
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the game. The levels are still under 
an overall time limit, but this little 
difference does allow the player to 
take a bit more time and avoid the 
‘death by panic’ which seems to 
creep into quite a few of these game 
types. 

Although we tend to attack 
games that are unoriginal, this had 
me and Dave well and truly hooked 
just because it’s so beautifully done, 
with excellent presentation and 
responsive controls. The difficulty 
level is just right, meaning that after 
a couple of plays you're left with 
more idea of how to complete each 
level on your return. 

The graphics are made interesting 
thanks to the variety of levels and 
items, and the overall feeling is that 
of a professional budget game. T’is 
very nice indeed, and a definite for 
collectors of quality nostalgia. 
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PARATTACK 


Now call me stupid, call me easily 
pleased but | like this little chap. If 
you're looking for an involved plot fea- 
turing paragraphs filled with story and 
intrigue then you'd best look else- 
where, because all | have to offer you 
is killing on a grand scale. Still here? 
Thought you might be! 


PD PHONE HOME! 


® Darren Ithell, 36 Portia Avenue, Bebington, Wirral, Merseyside L63 5LF. 
@ 17 Bit Software, 1st Floor Offices, 2/8 Market Street, Wakefield WF1 1DH. 


Telephone: (0924) 366982. 


@ PD Soft, 1 Bryant Ave, Southend-On-Sea, Essex SS1 2YD. 


In Parattack, you take on the role of 
a lone sentry who has been left to man 
his base's anti-aircraft gun. Unfortu- 
nately, the enemy has chosen that 
night to launch a major air offensive, 
with squadrons of helicopters and air- 
craft airlifting in asssault paratroopers 
whose sole intention is to blow you up. 

It’s your job to destroy these attack- 
ers using the limited supply of ammo 
in you gun turret. Each successfully 
destroyed craft rewards you with more 
shells, meaning that you need to be 
efficient or else you'll run out of ammo 
before the last para has been killed. 

if paratroopers are dropped before 
the aircraft has been destroyed, you 
can still shoot the actual paras, but 
should enough manage to land safely 
they'll form a human ladder to your 
turret and present you with the latest 
in small, metal, explosive balls. | think 
you know what ! mean. 

Parattack is an excellent example of 
how a simple idea can be made to 
work just by injecting a bit of charac- 
ter, with little screams from shot paras 
and decent little animations as they 
climb your walls and crash-land near- 
by. The paras themselves have a touch 
of ‘Lemmingness’ about them, and it 
seems that after Cannon Fodder peo- 
ple are beginning to realise the advan- 
tages of using little people in war- 
themed games. (Sick, eh?) 

Though this isn’t exactly the sort of 
thing you're going to impress your con- 
sole-owning mates with, it has the 
same sort of ‘load it up for a quick 
slaughter’ appeal that Walker and Can- 
non Fodder have, only cheaper! Not 
stunning, but pretty good fun and well 
worth a couple of quid. 
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DITHELL IN 
SPACE 


Those readers with a fine memory 
and a sharp mind will probably recall 
Dithell from a few months back 
when he ran and jumped around 
platforms changing their colours. 
Well now he’s back, and this time 
he’s in space. 

This game is split into three main 
types of play, one being a ‘fly around 
a platformed level shooting things’ 
affair, the second being a ‘left to 
right shooting oncoming obstacles’ 
thang and the third being a ‘control 
your floating craft while shooting 
baddies and collecting fruit’ jobbie. 
Collecting fruit is very important, as 
not only does it award you points 
but it also gives access to higher lev- 
els of firepower - very important for 
later levels. 
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Dithell In Space can be played as 
a single-player game, a ‘two players 
on-screen at once’ game or a two- 
player split-screen game, all with no 
slow down in the action. Well done, 
Mr Ithell! 

As an overall product, | have noth- 
ing but praise for DIS, as it puts some 
of today’s full price releases to 
shame _ with its’ presentation, 
between-level animations, sound 
and originality of style, but unfortu- 
nately the game is a bit harsh as far 
as ‘lives and the ease of losing them 
all very quickly’ goes. 

During the main part of the game 
(i.e. where you move around the 
platform levels shooting aliens and 
picking up fruit) you're flying with 
the aid of a jetpack which isn’t 
incredibly easy to control which, 
when coupled with the aliens’ some- 
times unpredictable movement, can 
lead to lots of bouncing into baddies 
problems. 

All said and done this is very, very 
impressive, but a few problems with 
the controlability of the main char- 
acter let it down. | was lucky enough 
to get some level passwords, but | 
fear the paying public will only get 
to see a small percentage of what 
the game has to offer. Brilliant stuff, 
none-the-less. 
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CDTV? 


We haven't heard about anything 
for the CDTV for many moons now 
but | thought you ought to know 
about a compilation CD from 17 Bit 
Software. This is the follow-up to 
the 17 Bit Collection, and contains 
over 600 of the best PD games 
ever, including all the Assassin 
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compilations. It also features a full 
index and file search system that 
can be used for this and the origi- 
nal collection. 

17 Bit: The Continuation Disc 
will retail at £19.99 and is avail- 
able from the usual address. 


Pel Stel ©) Ree 


All disks will work on any Amiga unless otherwise stated 
Full catalo gue available for only 75p or 3 1st class stamps. To 
order tick fh e¢ boxes of the titles you require and send with your 


NJH PD 80p 


PER DISK 
Add ee order for P&P 
Cheques/P.O. payable to NJH PD 


Dept AO, 12 Meesons Mead ™™: address end payment. Hand written orders ano accepted 
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Rochford Essex SS4 IRN FREE DISKS 


Tel:0702 546796 
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0 Excellent Cards 

[ Klawz The Cat 

©} Megaball 2.1 

CO George Glaxo (2) 

(3 Star Base 13 (2) 

©) Gnu Chess (W/B2/3) 
1} 100 PD Games 

6 Tetris Pro 

O Wibble World Giddy 
6 Neighbours (2) 

[3 Top of The League 
(9 Grand Prix Manager 93 
© Battle Cars 2 

(3 18 Hole Golf (2) 

CO Jelly Quest 

© Skidmarks 

© Mr Men Olympics (2) 
6} Wheel of Fortune 

© Board Games 

Exit 13 

[J Lemmingoids 2 

1 Roulette 

0) Defender 

CI Deluxe Pacman 

(J Skeet Shooting 

OS Gameboy Tetris 


0 Dithel In —_ 


0 Beetle 

J Karatee 

0 Battle Pong 

© Bounce And Blast 
3 Zombies 

0 Texas Chainsaw 
O Speedway Cup 

(3 2 Player Soccer League 
O Extreme Violence 
0 Rodouldix 

(3 Parachute Joust 

(J Dithels Wonderland 
© Frogger 

(3 Fruit Machine 2 
(3 Star Trek (2) 

© Road To Hell 
(Fighting Warriors 
© Soccer Cards 

0 Dr Mario 

0 Parra Attack 

(321 Games Disk 

O Billy Burglar 

© Artillerus 2 

0 Airport 

( Tetren 

0 Balloonacy 


Order 10 pick another disk free. 


0) 9 Fingers (2) 

(3 Skizzo 2 (4) 

© Dream Trippin 

© Lemon Groovy 

C1 Jesus On Cheese 

&} Data X Trilogy 

0 Extensions 

CI Nerau! Assault 

© Fairlight 242 

© Jesus On B's (2) (2D) 
0 Star Trek Rave Demo 
( Desert Dream (2 

0 Revelations Slides 

(9 Techno React 2 
Mayday 

OC Leathal Exit 

0 State of The Art 

0) Rave Attack 2 

CO Trojan Tracks I] 
OLSD Techno Warrior 
C} Speed Demo (3) 

OC} Rhubarb & Custard 
©} Groove is In The Heart 
CO} How To Skin A Cat 
OA-Z of C64 Tunes (4) 
C} Demon Download (2) 
OA Trip to Deep Bass (2) 


O DiskSalv 2 ( 
 X- Beat Pro 
Crack And Copy 
C3 200 Utilities 

[3 Text Engine 4.1 
6 Icon Editors 

C} Spectrum 1.7 (2) 
0 Tetra Copy 
 Freecopy 1.8 

OC Lock Pick 2 

0 Kick 1.3 

0 No Errors 

C} D-Copy 3.1! 

6 Octamed 2 

5 Octatutor 

CS} Med Modules (3) 
C} Pacman Copy 

©} Grapevine [8 (3) 
CJ Diskmanager 3 
C} Gametamer 4.59 
© Menumaster 3 
[J Maverick Copy 
0 B-Base 3 

O Virus Checker 6.33 
CO Free Paint 

CO} WB2 Emulator 
©} Mini Morph 


(*) = Number of disks 


O WB3 Icon Editor 
3 Andy WB3 Utils 
OUAGA Utils *1 
C} WB3 Backdrops 
O WB3 Virus Killers 
J) WB3 Hacks 
6 Fakemem 

> . 
CV AGA Megaball 
AGA Tetris 
O AGA Klondike (3) 
Motorola Invaders 2 (2) 
© Mad Fighter 

4 . 


© Origin (2) 

) Noxious 

O Full Moon 

CJ Abstrax Pic 

© Volacano 
OExplicit 2 

[J Snake Raiders (2) 
© Kefrens Galemonds 
O} Hoi Mindwarp 

[} Hoi Planet Groove 
1 Panta Rehi 

J Chanel No 5 


6 Dolphin Dreams Pools Wizard Jnr CJ AGA Manga Slides (4) 


CO Chess 
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U253 Menu Master 3.0 + Y U758 Pools Wizard + Y G328 Mind Games + Y 
U254 Cheque Book + Y U772 Flashing Bytes Uti 3+ G341 Battle star + Y Adv 
U255 Blue Rose Fonts 1+ U797 ActionreplayiV Y G342 Delux Pacman14+ Y 
U256 Video Manager+ Y §U822 Easy Calc Plus * G345 Monopoly II * 
U260/64 WB2 Utilities (5) Y U823 Engineers Kit + Y G36 Shuffle Run + 

U271 Degrader 1.3 + Y U824 Star View + Y G347 Tank Hunter + 

U272 ZKick A600 emulator U825 Disk Manager Ill + Y G354 Tetris AGA * 

U283 Little Office + Y U827 Magic Menu 1.27 + Y G355 Bomb Jacky + Y 
U314 PC<>Amiga + Y U8 44 ABE Di 1 3° G358 Solitar Golf + 

U334 Slip Stream Utilities+ U848 Amigabase 1.31 + Y G359 Tetris Pro + Y 

U338 Blue Rose Fonts 2+ U850 Sate copy + Y G362 Wibble world giddy Y 
U340 Sound Tracker 2.6 + Y U851 Noomm 3.0 * G367 Boulderdash + 

U341 Icons 2 + Y U853 Andy's WB3 utilities’ G371 Fruit Machine 4 + Y 
U372 Virus Z_ latest + Y U854 X-KOPIA + G376 Desert Defender + 
U385 Copy & crack Tools+ U908 Wine making uti + Y G382/83 18th Hole + Y (2) 
U394 Protracker3.01+ Y U968 Font farm3+ Y G384 Artillerus + Y 

U395 OctaMed 2 + Y U987 Copiers unlimited + G30 Scrabble + Y 

U410/20 Amateur radio(t1) U997/99 Icons plus (3)+Y G391 The winning post + Y 
U422 Last will+testament+Y U1004 Highway code + G302 Beetle + Y 

U423 Icons 3 + Y U1014 Octamed tutor + Y G393 Numtris + Y 
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U004 bt 3.1+Y 
U005 Messy Sid Ii + Y 
U006 Amiga DTP + Y 
U011 Opti Utilities Ii + Y 
U015 Disk Salvage + 
U016 Red Devils Utilities + 
U019 New Super Killere + 
U020 Printer Utilities + Y 
U027 World Databank + 
U028 A64 Emulator (2) + 
U030 Label! Print + Y 
U032 Sid Il + Y 

U040 Amibase Pro 2 + Y 
U042 Typing Tutor + Y 
U044 Cassette Labeller + 
U071 Icons 1 + Y 

U072 Free Paint + 

U079 Icon Editor 4.0 * 


U083 Cartoon Brushes + Y U435 A1200 down grader" U1015 Magic W/B + Y G394 Bop n Plop + Y 
U086 Free Copy 1.8 + Y U443 The essential copiers U1016 Rush + Y Dr utility G305S rum games + Y 
U088 Spectrum Emu1.7+¥ U449 IBM/PC Emulator + U1017 Ambush + Y G396/98 Klondike AGA(3)" 


G399 Giger Tetris AGA* 
G400 Klawz +Y 
G401 Micro Market 1.2 + Y 


U089 Text Engine 4.1 + Y U459 Printer Drivers 2 + Y 
U092 Pools Tools 2 + Y U464/64 WBS Utilities” (2) 
U100 Amiga Tutorial + Y = U562 Easy Print 

U103 Animation Studio+ U565 Kids Paint + Y 
U104 Slide Show Maker+ U566 Work bench hacks - 
U108 Fileotax + Y U568 Print Tools + Y 


GAMES 
G016 Super Quiz 2 + Y 


G027 Fruit Machine 1+ Y G404 Dinowarp + Y 

G038 Di acy + Y G405 Road to Hell + Y 
G039/40 C64 Games (2) + G407 Slime Game + Y 
U116 Emulators 1+ Mac/Po U641 Custom icons + Y G064 Soccer League + Y G408 Fatal Mission 2 + Y 
U117 600 Business letters + 676 Account Master+ Y G056 F1 Challenge 3.0 + Y G409/10 Mr. Men Olympics+ 
U120 Magnetic P +Y U677 SKick’ emulates A500 G082 Monopoly 1 + G411 3D Games 2 + Y 
U138 Forms Unlimited + Y U678 D-Paint Tutorial + G083/84 Star Trek 1 + (2) YG449 Games galore 14 + Y 
U139 PC Task 2.03 + Y U679 Hard Disk Uti2+Y  G110 Fruit Machine 2+ Y G4650 Games yalore 15 + Y 
U149 Amiback 2.2 + Y U680 Amiga World 2.0* Y G113 Top of the league + G468 Grand prix manager+ 
U154 ReOrg + Y U681 FakeFast* — G114 Dr. Mario + Y G480 Popeye + Y 

UU159 Disk Print 3.69 + Y U686 ASI games {x disk" G115 Soccer Card + Y G503 Exc cards + Y 
U161/65 Pro C Manual(5)+ U686 Genealogist 3.04° 129 Tetren + Y ASI GAMES 1-153 
U1765 ABackup 4.1 + U689 Mr. Backup 1.14b+Y G187 Total War + Y The best games collection 
U176 BBase IIl 1.3 + Y U692 LSD copiers G192 New Card Games + Y LSD Legal Tools 1-150 
U180 IQ Tester + U713 Asicrunch & copy2 G194FruitMachine3+Y The best utilities collection 


U183 The Money Program+ U718 Astronomy 1 + Y G257 Chess Tutor + Y Fred Fish 1-930 
U221 Pro Demo Maker U727 HD Installer * G298 Satu + Puzzel game Fish Cataloque €1.26 
U238 Landscape Gardening U730 Disk salvage 2 ° G310 Airport + Catalogue Disk 95p 
U247 Antitlicker + U756 Lockpick 2+ Y G326 Cricket 2 + 4500 Titles in stock 
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6 exe Clipart Pack 1 CG Fonts Pack 1 
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or postal orders payable to "ORION PO”. Clipart Pack 4 Adobe Type 1 Pack 2 
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MAY 1992 - 
JUNE 1992 - 


JULY 1992 

ON THE DISKS! Playable demos of Red Zone 
and Galactic plus FIVE complete PD games: 
Battlements, Dragon Tiles, MegaTron, 

Omega Race and Hollywood Trivia! 
WIPPED! Lotus 3, Wing Commander and The 
Carl Lewis Challenge! 

REVIEWED! Lure of the Temptress, Monkey 
island 2, Ishar, Striker, Championship 
Manager and many more! 

TIPPED! Player's guides to Parasol Stars, 
Epic, John Madden Football and Eye of the 
Beholder 2! 

PLUS! The One games challenge! 


AUGUST 1992 - 


SEPTEMBER 1992 

ON THE DISKS! Playable demos of Premiere, 
Tiny Skweeks and Match of the Day, 
Flashback preview and three PD games: 
War, Nebula and Croak! 

WIPPED! Second Samurai, Flashback and 
more on Frontier: Elite 2! 

REVIEWED! Premiere, MegaTraveller 2, Guy 
Spy, Fascination, Beast 3 and many more! 
TIPPED! Player's guides to Graham Taylor, 
Civilization and Fire & Ice (pt 2) and the on- 
going solution to Monkey Island 2! 


OCTOBER 1992 

ON THE DISKS! Three disks this month, con- 
taining playable demos of Assassin, KGB 
and Fireforce plus 2 PD games! 

WIPPED! The Chaos Engine, Legends Of 
Valour and the final instalment of Frontier! 
REVIEWED! Putty, The Humans, Aquatic 
Games, Lotus 3, Zool and many more! 
TIPPED! Player's guides to Dune and Lure of 
the Temptress, the start of a complete solu- 
tion to Eye of the Beholder 2 and the last 
part of the Monkey Island 2 solution! 

PLUS! Those end-game sequences revealed! 
Westwood Studios interviewed! 


NOVEMBER 1992 

ON THE DISKS! Demos of The Chaos Engine 
and Lionheart plus five PD games! 

WIPPED! Street Fighter 2, Gunship 2000, 
Darkmere and Desert Strike! 

REVIEWED! Wing Commander, Road Rash, 
Legend of Kyrandia and many more! 
TIPPED! Complete solution to Hook and the 
second part of the Beholder 2 solution! 
PLUS! Sensible Software interviewed! 


DECEMBER 1992 

ON THE DISKS! Playable demos of Sensible 
Soccer V1.1, No Second Prize, McDonalds 
Land and Creatures plus a preview of 
Street Fighter 2! 

WIPPED! Superfrog, Star Trek and WWF 2! 
REVIEWED! Legends of Valour, No Second 
Prize, McDonalds Land, BC Kid, Nigel 
Mansell, Lethal Weapon and many more! 
TIPPED! Guides to Zool and Wizkid plus the 
last part of the Beholder 2 solution! 

PLUS! The A1200 revealed! Richard ‘Mr 
Music’ Joseph interviewed! 


JANUARY 1993 

ON THE DISKS! Psycho Game - a complete 

= specially written for The One by 
ullfrog - along with playable demos of 

Gunship 2000 and Dalek Attack plus a pre- 

view of Archer Maclean's Pool! 

WIPPED! Microcosm and Dracula on CD, 

Dune 2 and Superhero! 

REVIEWED! Indy IV graphic adventure, 

Street Fighter 2, Cool World, KGB, 

Waxworks and many more! 

TIPPED! Guides to Wing Commander, the 

start of a complete Legend of Kyrandia 

solution and a complete solution to Dizzy: 

Prince of the Yolkfolk! 

PLUS! 1993 previewed! The One awards! 

Stunning Dave Gibbons cover! 


FEBRUARY 1993 
ON THE DISKS! Playable demos of Darkseed, 
Universal Monsters and Superhero! 


EXCLUSIVE firnt 
Team 176 eu 


Being a person of discerning taste you are no doubt a 

regular reader of The One, the bible of all that’s tops in 
the heady world of Amiga games. But even so there may 
well be embarrassing gaps in your collection. Maybe you 

didn't start reading The One until recently, or perhaps 
you didn’t start reading at all until recently or maybe the 
newsagent simply ran out of stock - in which case why 
didn't you place an order? 

Whatever, here's your chance to fill in those gaping 
voids in your magazine-related life. Below you'll find 
listed all those lovely issues of The One stretching back 
to May of last year, complete with detailed descriptions 
of their contents. Be warned that many of them have 
sold out - we're just so damn popular! 

To order fill in the coupon below, write out a cheque or 
postal order for the required amount and send it to: The 
One Back Issues Dept, Tower Publishing, Sovereign Place, 

Lathkill Street, Market Harborough LE16 9EF. 


WIPPED! Space Hulk, Chuck Rock 2 and 
Ambermoon! 

REVIEWED! The Chaos Engine, Dragon's Lair 
3, WWF 2, Darkseed and many more! 
TIPPED! Player's guides to Street Fighter 2, 
Sensisoccer V1.1, Sabre Team and Fireforce 
plus the on-going Kyrandia solution! 

PLUS! Commodore's ex-boss Kelly Sumner 
interviewed! 


MARCH 1993 

ON THE DISKS! Playable demos of 
Superfrog, Flashback, Prime Mover and 
Woody’s World, plus a complete PD game: 
Oblivion! 

WIPPED! Liberation: Captive 2, Woody’s 
World, Ishar 2, Blastar and amny more! 
REVIEWED! Body Blows, Lionheart, 
Flashback, Transarctica, Walker, Lemmings 
2 and many more! 

TIPPED! Player's guide to Legends of 
Valour, complete solutions to Indy IV 
adventure and Future Wars and the last 
part of the Kyrandia solution! 

PLUS! Ten good reasons to buy an A1200 
now! Dino Dini interviewed! 


APRIL 1993 

ON THE DISKS! Playable demos of FA 
Premier League (collector's item!), 
Abandone Places 2 and Beavers, plus two 
PD games: Transplant and PacMan Deluxe! 
WIPPED! Batman Returns, Cyberspace, 
James Pond 3, Lost Vikings and many more! 
REVIEWED! Superfrog, Arabian Nights, 
Chuck Rock 2, Abandoned Places 2, Desert 
Strike and many more! 

TIPPED! Complete solutions to Darkseed, 
Dragon's Lair 3 and Indy Ill, plus the start 
of guides to KGB and Bill's Tomato Game! 
PLUS! X-Wing on Amiga revealed (but it’s 
actually an April Fool's joke). 


MAY 1993 - 


JUNE 1993 

ON THE DISKS! Blaster!, a specially-written 
full game for The One, plus a playable 
demo of ays bl Safes and two complete 
PD games: Alien Bash and Tractor Beam! 
WIPPED! Bubba ‘n’ Stix, Realms of 
Darkness, Innocent Until Caught, 
Maelstrom and many more! 

REVIEWED! Goal!, Super Cauldron, Ancient 
Art of War in the Skies, Legend 2, The Lost 
Vikings and many more! 

TIPPED! Player's guide to Lionheart and 
Chuck Rock 2 plus the completion of the 
solutions to KGB and Chaos Engine! 

PLUS! We tell you how to get into the soft- 
ware business! 


JULY 1993 - 


AUGUST 1993 
ON THE DISKS! Trex Warrior, a full game 
from Thalion written for The One, plus a 
playable demo of Ishar 2 and Snakes and a 
complete PD ope Wibble World Giddy! 
WIPPED! Total Carnage, TFX, Beneath the 
Steel Sky, Utopia 2, Brutal Sports Football 
and many more! 
REVIEWED! Deep Core, Sim Life, Whale’s 
Voyage, Battle isie ‘93 and many more! 
TIPPED! Guide to Dune 2, Gunship 2000 and 
Reach for the Skies, the Abandoned Places 
2 complete solution continues while the 
World Of Legend solution starts! 
na + The CD32 is unveiled! Arnie’s raw 
eal! 


SEPTEMBER 1993 

ON THE DISKS! Playable demos of 
Overdrive, Bubba 'n' Stix, F117a Stealth 
Fighter, Deep Core and Suburban 


THE ONE BACK ISSUES OFFER! 


Please send me the following back issue(s) of The One: 
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Commando! 

WIPPED! Last Action Hero, Micro Machines, 
Alfred Chicken, Theatre of Death, Seek & 
Destroy, Oscar and many more! 
REVIEWED! Soccer Kid, Hired Guns, Diggers, 
Premier Manager 2, Yo! Joe!, Blob, The 
Patrician and many more! 

TIPPED! Complete player's guide to 
Syndicate and War in the Gulf, a complete 
solution to Transarctica, the start of the 
ishar 2 solution, the ongoing Abandoned 
PLaces 2 and Worlds of Legend sagas! 
PLUS! More CD32 info! 


OCTOBER 1993 

ON THE DISKS!Playable demos of Space 
Hulk, Alfred Chicken and Burning Rubber! 
WIPPED! Mortal Kombat, Elfmania, 
Evolution, Wonder nt F1 and many more! 
REVIEWED! Space Hulk, Jurassic Park, 
Overkill, Micro Machines, Alfred Chicken, 
Blastar, Disposable Hero, Burning Rubber 
and many more! 

TIPPED! Complete players’ guide to Diggers, 
Beastiord, Wibble World Giddy, The 
Patrician, Goal! and more of the Ishar 2 and 
Worlds of Legend solutions! 


NOVEMBER 1993 

ON THE DISKS! 3 Disks again, featuring 

ae ne demos of Uridium 2, Hero Quest 2 
and Seek and Destroy, along with two com- 
plete PD games! 

WIPPED! Body Blows Galactic, King's Quest 
VI, Rally, Rise of the Robots, Seventh Sword 
of Mendor and many more! 

REVIEWED! Brutal Sports Football, 
Cardiaxx, Donk, Frontier: Elite 2, Qwak and 
many more! 

TIPPED! Hired Guns, Alfred Chicken (part 
one), Space Hulk (part one), Ishar 2 (part 
three) and many more! 

PLUS! The programmers talk to us! DMA 
Talk to us! Find out how we make The One! 


DECEMBER 1993 

ON THE DISKS!Playable demos Alien Breed 
2, Brian the Lion and Bob's Bad Day! 
WIPPED! Heimdall 2, Reunion, Theme Park 
and many more! 

REVIEWED! Cyberpunks, F117A STealth 
Fighter, Cannon Fodder, Alien Breed 2, 
Body Blows Galactic, Liberation, Magic Boy, 
Perihelion, The Settlers and many more! 
TIPPED! The end of the Ishar 2 solution! 
Body Blows Galactic, Alien Breed 2, Space 
Hulk (part 2), MASSIVE Frontier players’ 
guide, the complete solution to The Secret 
of Monkey Island and many more! 

PLUS! Find out how they make Games 
World Live! as we spend a day with them! 


JANUARY 1994 

ON THE DISKS! Galactic: The Xmas Remix - a 
complete game from Stavros Fasoulas - 
plus a demo of Zool 2 and a complete 
A1200-only PD game! 

WIPPED! Universe, Cool Spot, Dennis & 
Gnasher and Heimdall 2 Part 2! 
REVIEWED! Mortal Kombat, Zool 2, T2, 
Microcosm, Bubba 'n' Stix and loads more! 
TIPPED! Player's guides to Body Blows 
Galactic, Combat Air Patrol, Jurassic Park 
and bundles more! 

PLUS! The programmers of Liberation 
speak! Massive preview of EVERY game 
scheduled for release in 1994! 


FEBRUARY 1994 

ON THE DISKS! Playable demos of Beneath 
A Steel Sky and Super Methane Bros! 
WIPPED! Skeleton Krew, Zeewolf, 
Magician's Castle, Out To Lunch, Super 
Methane Bros and Heimdall 2 Part 3! 
REVIEWED! Cool Spot, Brian The Lion, Seek 
& Destroy, F1, Castles 2, Simon The 
Sorceror, at Om ee 2 and many more! 
TIPPED! Mortal Kombat's finishing moves 
revealed, the start of complete solutions to 
Star Trek and Simon the Sorceror, secret 
spell recipes for Wiz 'n' Liz plus much more! 
PLUS! Exclusive news about Rebel Assault 
and Day Of The Tentacle on CD32! The One 
team star in their own computer game - 
Snackerama! 
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Fed up? Bored? No social life? Then fear not, dear reader, for we have the answer to all your 
problems. It’s called The One and it's available without a prescription from most good 
newsagents. As every discerning Amiga owner knows, The One is Britain’s biggest and best 
Amiga games magazine. Every month The One gives you: 


\ \ The hottest news and the best exclusives - you'll know 
\ , A\\ « about it first because we know about it first! 


ii. In-depth and unbiased reviews of all the latest releases! 


Regular hints, tips and cheats to help you get the most out 
of your games! 


Comprehensive coverage of the PD and budget 

games scene! 

The best and most exclusive demos in the business! 

The odd crap joke and a spelling mistake or two! 
Brilliant eh? But because every issue is always jam-packed full of meaty goodness we tend 
to sell out pretty quickly, so crumbly old slow-coaches may well miss out. We don’t want 
that - and we're sure you don’t either - which is why we've come up with a brilliant new 
subscription offer. 

Not convinced? Then here are just a few reasons why subscribing to The One is becom- 


ing the biggest craze to sweep the nation since chasing a massive wooden hoop down the 
road with a stick. 


You get one of these fantastic Team 17 games for the 
grand sum of no pence sterling! 
You guarantee your copy of The One every month! 


Your copy delivered to your doorstep free of 
charge - before it’s available in the shops! 


There really is only One magazine you need. Subscribe now and claim your Team 17 game. 


@ Body Blows Galactic @ Overdrive 


“Just about the best beat-’em up available.” 
Simon Byron, The One January 1994. 
Overall Score 87%. 

Worth £29.99 A1200, £26.99 A500/600. 


@ Alien Breed 2 

“Alien Breed 2 truly is one of the best arcade 
blasters available... terrific fun to play.” 

Simon Byron, The One December 1993. 

Overall Score 91%. 

Worth £29.99 A1200, £26.99 A500/600. 


@ Superfrog 

“Glumph!” 

David Upchurch, The One April 1993. 
Overall Score 93%. 

Worth £26.99. 


Take the driver's seat in 4x4’s, Buggies, Supersports 
and G.P. Cars and race aroung twenty gruelling 
courses across five different terrains. 

Overall Score 83%. Worth £25.99. 


@ SPECIAL EDITION DOUBLE PACK 

Alien Breed Special Edition 

“If you didn't pick up Alien Breed the first time 
around then buy this Special Edition now.” 

David Upchurch, The One January 1993. 

Overall Score 88% 

Project X Special Edition 

“If you don’t already own the full-pricer then don’t 
buy another game until you've snapped up this.” 
Simon Byron, The One August 1993. 

Overall Score 92%. 

Worth £21.98. 


A Subscription to The One 
(12 issues including postage) 
costs only: 


U.K, BFPO £47.40 
Overseas - Surface mail £49.00 
Europe, Eire - Airmail £50.00 


Overseas - Airmail Zone 1 £75.00 
Overseas - Airmail Zone 2 £83.00 


Your software choice is mailed separately 


YOU'VE NEVER HAD IT SO GOOD! vit dosti, issue. Please allow 28 days for 


FREE SOFTWARE IS ONLY AVAILABLE TO U.K RESIDENTS. 
OFFER CLOSING DATE 27TH APRIL 1994. 


To place your order simply complete the coupon below and send to: Tower Publishing, Tower House, Sovereign Park, Lathkill St, Market 
Harborough, Leicester LE16 9EF. Or call our CREDIT CARD HOTLINE on (0858) 468888 quoting appropriate free game source code. 


a 


|THE ONE AMIGA SUBSCRIPTION ORDER FORM |, 


| SUBSCRIPTION RATES (12 issues including postage) 
| (Please tick) 
led £47.40 uK/BFPO led £50 alRMAIL EUROPE/EIRE LL c49.00 overseas SURFACE MAIL 


Ld £75.00 OVERSEAS ZONE 1 AIRMAIL J £83.00 OVERSEAS ZONE 2 AIRMAIL 


| METHOD OF PAYMENT 
| (Please tick) 


i LJ CREDIT CARD LJ CHEQUE J P/O / INTERNATIONAL MONEY ORDER 


Make cheques payable to: EMAP IMAGES LTD. (Access, Visa, Amex, Diners Card, and American Express accepted.) 


PLEASE SEND ME THE FREE SOFTWARE OF MY CHOICE (please tick one box) (Offer available to UK residents only): y 
i I BODY BLOWS GALACTIC (A500/A600) Source Code E11 ad BODY BLOWS GALACTIC (A1200) Source Code E16 : 
7 J OVERDRIVE (ALL AMIGAS) Source Code E13 a SUPERFROG (ALL AMIGAS) Source Code E14 : 
{ _] ALIEN BREED 2 (A1200) Source Code E17 _ PROJECT X SPECIAL EDITION & ALIEN BREED SPECIAL EDITION. E15 | 
i J ALIEN BREED 2 (A500/600) Source Code E12 i 
{ tc dRihs Scinidvahlistaes shaddadseegeaae Na intake flak dha nnsptnb Ab belle pated an asnWestnes awe <coscdnmasehbigiipetbabavhabhudsesnobnnd vieqeatencivcan seopens cane pacnsoanancananvaceccaspnanqqeqesosecessaenecbess cenaeses I 
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| TOWER PUBLISHING, TOWER HOUSE, SOVEREIGN PARK, LATHKILL ST, MARKET HARBOROUGH, LEICESTERSHIRE, LEI6 9EF. Tel. : (0858) 468888. | 
{ Please allow 28 days from receipt of order for fulfilment. Your subscription will start from the next available issue unless otherwise specified. | 


| Free software subject to availability. In the unlikely event that your choice should become unavailable we reserve the right to offer an alternative game. 
| I Tick here if you do not wish to receive any direct mail that EMAP Images Ltd feels may be of interest to you. OFFER ENDS 27TH APRIL 1994. | 
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This issue, Inspired by John Major, we decided that we'd get Recommended 
‘Back To Basics'. Out would go games that featured excessive violence, per- 
verse sexual acts or single parents, and in would come nice, middle-class 
games that would offend nobody, had a good job and voted Tory. Trouble 
was, after we'd purged the filth from these pages we only had one game 
left - Alfred Chicken, and even that was on shaky ground ‘cos you know 
what they say about chickens. So, since we couldn't think of any way to fill 
the resulting space, we decided to print the usual rubbish. Read on, sinner. 


Alfred Chicken 


Publisher: Mindscape 
Issue Reviewed: October 1993 
Memory: 1Mb 

Price: £26.99 


Although not as good-looking as some of the recent 
flock of platform games, Alfred scores over many of its 
rivals by simply being incredibly playable. There are 
tons of secret rooms and bonuses to find and, 
generally speaking, you'd be hard pushed to find a 
better no-nonsense platform romp. 


Alien Breed 2 


Publisher: Team 17 

Issue Reviewed: December 1993 
Memory: 1Mb 

Price: £26.99 


Team 17 return to familiar territory with this, the sequel 
to the game that first established the company as one 
of Britain's leading Amiga developers. It's more of the 
same Gauntlet-esque bug-hunting action basically, but 
bigger, busier and blastier. Some have complained it’s 
too easy though... 


Arabian Nights 


Publisher: Krisalis 
Issue Reviewed: April 1993 
Memory: 1Mb 
Price: £25.99 


Yes, Arabian Nights is yet another platform game, but 
don’t yawn and turn over.the page because this one is 
really something rather special. It’s fast, looks good, 
sounds terrific and plays superbly, but on top of that 
it’s got some excellent ‘arcade adventure’ aspects to 
add a touch of depth. Smart stuff all round. 


Battle Isle ‘93 


Publisher: Biue Byte 
Issue Reviewed: August 1993 
Memory: 1Mb 

Price: £29.99 


If you liked Battle Isle then you'll love this. It’s 

basically more of the same but with an enhanced 

control interface ripped from Historyline. Once 
again you have to pit your armies of tanks, troops 
and spacefighters against the enemy hordes. 
Guaranteed fun for all. 


Beneath a Steel Sky 


Publisher: Virgin Interactive 
Issue Reviewed: November 1993 
Memory: 1Mb 

Price: £29.99 


Revolution’s latest has been produced in collaboration 
with top comic artist Dave Gibbons, and if ever there 
was a match made in heaven then this is it. The result 
is a stunning graphic adventure which, while lacking in 
humour compared to, say, Monkey Island, more than 
compensates in every other department. 


Body Blows Galactic 


Publisher: Team 17 

Issue Reviewed: December 1993 
Memory: 1Mb 

Price: £26.99 


Yet another sequel from Team 17 which does for street 
fightin’ what Alien Breed 2 does for bug huntin’. Body 
Blows Galactic is the business, boasting much 


4 smoother animation - the characters no longer move 
[54] like the puppets from Thunderbirds - faster action, 
|) animated backgrounds and enhanced sound effects. 


Brutal Sports Football 


Publisher: Millennium 


Issue Reviewed: November 1993 
78 | Memory: 1Mb 


Price: £25.99 
It’s been a long time since Speedball 2 set the pace in 


5} fantasy sports games, and while Brutal Sports Football 
= | doesn’t quite make the Bitmap game obsolete it’s a 
worthy companion piece. It’s extremely violent, with 
| 4 spurts of blood flying everywhere and even the 


occasional decapitation! You have been warned... 


Bubba ‘n’ Stix 


Publisher: Core Design 

Issue Reviewed: January 1994 

Memory: 1Mb 

Price: £25.99 

Another platform game from Core Design? Surely not! 
We shouldn’t moan though, especially if there as well 
done as Bubba ‘n’ Stix. Yes, it’s a bit short, but it’s 
beautifully programmed, the graphics have a vividness 


not often seen on the Amiga and there’s a brilliant vein 
of humour running through it all. 


Cannon Fodder 


Publisher: Virgin Interactive 
issue Reviewed: December 1993 
Memory: 1Mb 

Price: £29.99 


War, say the Sensible boys, has never been so much 
fun, and we have to agree - Cannon Fodder is one of 
the most enjoyable games we've played in, ooh, 
yonks. It may look like a fairly simple run around and 
blast affair, but there’s a surprising amount of strategy 
needed if you’re to make it through to the end. 


Desert Strike 


Publisher: Electronic Arts 
Issue Reviewed: April 1993 
Memory: 1Mb 

Price: £29.99 


Definitely EA’s best Megadrive-to-Amiga conversion 
yet, DS has you flying a state-of-the-art attack chopper 
around hostile desert territory. Basically it’s a thinking 
man’s shoot-’em-up, with excellent graphics and 
sound as well as flawless playability. A classic, and 
actually better than its Megadrive inspiration. 


Dune 2 


Publisher: Virgin Interactive 
Issue Reviewed: July 1993 
Memory: 1Mb 

Price: £30.99 


From Westwood, the people who brought you the 
highly-regarded Kyrandia, comes this, a very playable 
and beginner-friendly strategy game in the Sim City 
mould. Harvest spice, fight rival Houses, become ruler 
of Arrakis and have fun. This is good stuff for strategy 
buff and novice alike. 


F1 


Publisher: Domark 

Issue Reviewed: February 1994 
Memory: 1Mb 

Price: £25.99 


From the French geezers what brought you Vroom 
come this, the official F1 licence. To be honest, it's 
basically Vroom all over again but slightly faster (as if 
it needed to be!) and with a superb two-player mode. 
Although not sim enough to satisfy a real F1 buff, it 
offers incredible spills and thrills to the arcade lover. 


Frontier: Elite 2 


Publisher: GameTek 

issue Reviewed: November 1993 
Memory: 1Mb 

Price: £34.99 


We've waited a long, long time for this, but it’s been 
worth every minute of it. Frontier is, quite simply, the 
game you bought your Amiga for. Admitted it’s not the 
most ‘beginner friendly’ game ever, and it takes a 
while to get its hooks into you, but when it does it 
won't let go for years. A must buy. 


Fury of the Furries 


Publisher: Mindscape 
Issue Reviewed: January 1994 
Memory: 1Mb 

Price: £29.99 


A puzzie/platform game very similar to The Lost 
Vikings, Fury of the Furries offers 100 levels of mind- 
bending, reflex-testing action as you use your three 
cutesy Tinies in various permutations in an attempt to 
reach each stage’s exit. It may not look like much but, 
believe us, it’s as addictive as hell. 
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Genesia 


Publisher: Mindscape 
Issue Reviewed: January 1994 
Memory: 1Mb 

Price: £29.99 


This is a huge ‘society building’ game very similar to 
the equally recommended The Settlers. Starting off 
with a tiny tribe of people, you must use their various 
skills to build a thriving and expanding civilisation. 
It’s not as easy to get into as The Settlers, but offers 
greater rewards for those who perservere. 


Goal! 

Publisher: Virgin Interactive 
Issue Reviewed: June 1993 
Memory: 1Mb 

Price: £25.99 


The game that would be Kick Off 3 is finally here and 
it’s a scorcher! While not as instantly accessible as 
some of its rivals there’s a wealth of options you can 
toggle one and off to make life easier. In our book 
it’s not quite the Sensi beater that some would have 
you believe it is but it’s great none-the-less. 


Gunship 2000 


Publisher: MicroProse = 
issue Reviewed: July 1993 F 
Memory: 1Mb ; 
Price: £34.99 | 


Have we had to wait for this! Don’t worry, though, it’s 
been worth it. Once again the ‘Prose people have 
come up trumps with what is undoubtedly THE 
helicopter sim on the Amiga. Super-fast contoured 
landscapes, wingmen, oodles of firepower and long- 
term challenge make this any flyboy’s ‘must buy’. 


Hired Guns 


Publisher: Psygnosis 

Issue Reviewed: September 1993 
Memory: 1Mb 

Price: £29.99 


You may not think you like RPGs but if so you haven't 
played this - it truly is an RPG for everyone. Using a 
Dungeon Master-style control system you must guide 
four futuristic mercenaries around complexes 
blasting all and sundry and solving puzzles. It's 
violent in the extreme - but great fun! 


Ishar 2 


Publisher: Silmarils 
Issue Reviewed: July 1993 
Memory: 1Mb 
Price: £29.99 


Yet more adventures in Arborea! The game engine 
has been tweaked and cleaned up here and there, 
but technically it’s not that much of a leap over what 
the first Ishar offered. All the same it’s good, long- 
lasting entertainment, even if it is too easy to waste 
a lot of time wandering around lost! 


Jurassic Park 


Publisher: Ocean 4 
issue Reviewed: October 1993 } 
Memory: 1Mb | 
Price: £26.99 


An Ocean film conversion with not a platform in 
sight? Shurely shome mishtake? Nope - taking a 
pinch of The Chaos Engine and mixing it with a 
couple of spoonfuls of Legends Of Valour, JP turns 
out to be a game worthy of the licence, with 
arcade action a-plenty. Deserves to be a smash. 
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Liberation: Captive 2 Premier Manager 2 
Publisher: Mindscape Publisher: Gremlin 

Issue Reviewed: December 1993 Issue Reviewed: September 1993 
Memory: 2Mb (CD32 only) Be Memory: 1Mb 

Price: £34.99 im Price: £25.99 


It’s not very day you find us raving about a footy 
management sim, so when we do you can bet it must 
be pretty special - as Premier Manager 2 is! It’s full of 
features and options, yet still marvelously easy to get 
into and play. If you fancy taking your team to the top 


Yes! Here it is - the first CD32 game to enter the select 
Recommended Hall Of Fame. And deservedly so - 
Liberation is a brilliant, atmospheric RPG with one of 
the sexiest intros you're ever likely to see that really 
shows off Commodore’s baby’s capabilities to the full. 


Will probably help CD32 sales no end. + Hal's wee CT Td Of the league, here’s where to come. 

The Lost Vikings Qwak 

Publisher: Interplay Publisher: Team 17 
Issue Reviewed: June 1993 Issue Reviewed: November 1993 

Memory: 1Mb Memory: 1Mb 

Price: £25.99 Price: £12.99 


Qwak may be ‘just’ a budget title but it’s completely 

brilliant which is why it’s found a home here amongst 

the Recommendeds. It’s a one- or two-player Bubble 
Bobblie-style game, with the aim being simply to 

amass points on your platform-filled odyssey through 
the kingdom of cuteness. Simply marvellous. 


The Lost Vikings is an arcade adventure with a 
premise very similar to Gobliiins’, i.e. you have three 
characters under your control, each of whom have 
different abilities, and you have to use them in the 
right order to solve puzzles. Fortunately it’s far better 
than that game. Indeed, it’s one of the best this year! 


Microcosm Second Samurai ) 
Publisher: Psygnosis Publisher: Psygnosis | 
Issue Reviewed: January 1994 Issue Reviewed: December 1993 : 
Memory: 2Mb (CD32 only) Memory: 1Mb 

Price: £TBA ; Price: £29.99 

Okay, so basically it’s little more than a basic 3D z Although perhaps looking a little too similar to the 
shoot-’em-up in the Space Harrier mould, but as far as -4 original First Samurai, this sequel is a far better game. | 
3D shoot-’em-ups go it’s just about the best-looking = Although the hero doesn’t move quite a fluidly as he 

one you could possibly imagine. And it plays pretty “gj used to he’s still pretty nifty with his sword, and the | 
well too, although the joypad don’t half make your “4 tighter level design and less oblique puzzles make for 
thumb sore. All it really lacks is variety. Ah well. J a much more entertaining experience all round. 

Micro Machines The Settlers 

Publisher: Codemasters Publisher: Biue Byte 

Issue Reviewed: October 1993 - 3 Issue Reviewed: December 1993 

Memory: 1Mb Memory: 1Mb : 
Price: £25.99 Price: £34.99 | 


Imagine Litthe Computer People cross-bred with 
Populous and you'll have a good idea what Settlers 
looks and plays like. It’s your typical God game (build 
an empire, keep your folks happy and quash any 
rivals) spruced up with some super-cute animations on 
your subjects. Great stuff and very user-friendly 


No-one guessed that the Codies would beat Team 17 
in the top-down racer Grand Prix but by golly they 
have! Although Micro Machines isn’t quite as groovy 
in one-player mode as Overdrive, it compensates for 
this by having the best two-player action you’re every 
likely to see. It’s got to be played to be believed. 


Mortal Kombat Skidmarks 


Publisher: Virgin Interactive Publisher: Acid Software 


Issue Reviewed: January 1994 Ta DPR Tae ere roe Issue Reviewed: January 1994 
Memory: 1Mb Sear eee | eee) Memory: 512K 
Price: £34.99 my pies Price: £25.99 


If you have fond memories of Super Off-Road then 
prepare to have them rekindled with this, a superb 
racer viewed from a similar perspective. Although a bit 
of a duffer when played alone - the computer cars are 
crap to say the least - it’s brilliant in two-player mode 
(as per usual with these kinds of games). 


Top marks to Probe Software for coming up with 
arguably the most accurate coin-op conversion ever. 
Everything from the arcade original is here - the 
graphics, the sound and, most importantly, the 
gameplay (‘the gore’ surely? - Ed). Could well rank as 
the best beat-’em-up on the Amiga... 


Overkill Simon the Sorcerer 
Publisher: Mindscape Publisher: AdventureSoft 

Issue Reviewed: October 1993 Issue Reviewed: February 1994 
Memory: 2Mb (A1200 only) Memory: 1Mb 

Price: £25.99 Price: £34.99 


Britishers AdventureSoft take on the American might 
of LucasArts and Sierra with this humourous graphic 
adventure. Obviously intended to be a Monkey Island 
2 beater, it comes very close to succeeding. However, 
the interface doesn't quite surpass LucasArts’ and the 
. puzzles are tough - but don't let that put you off. 


An A1200-only game which actually makes use of all 
those 32 bits, Overkill is the most intense blaster 
you're likely to come across. It’s basically Defender 
with a few gameplay tweaks, so for shoot-'em-up 
purists it’s the equivalent of heaven. May be a bit 
short for some, though. 
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Soccer Kid Uridium 2 


Publisher: Krisalis Publisher: Renegade 
Issue Reviewed: September 1993 Issue Reviewed: November 1993 
Memory: 1Mb Memory: 1Mb 

Price: £26.99 Price: £26.99 


The C64 classic comes to the Amiga in style, souped- 
up beyond belief with 32-colour graphics, 50-frames- 
per-second action, multi-way scrolling, power-ups and 
all the other good things you've come to expect from a 
90’s shoot-’em-up. It’s very tough, but for die-hard 
blasting fans it’s a dream come true. 


Wiz ‘n’ Liz 


Well, well, well. Just four months after we screamed 
that Superfrog was the best Amiga platform game 
ever, along comes Soccer Kid and we have to change 
our tune. It’s nothing short of brilliant - gorgeous to 
look at, sweet on the ears, and boasting some of the 
slickest gameplay we've seen in a long time. Buy it! 


Space Hulk 


Publisher: Electronic Arts Publisher: Psygnosis 
issue Reviewed: October 1993 issue Reviewed: November 1993 
Memory: 1Mb Memory: 1Mb 

Price: £31.99 Price: £26.99 


Originally a Mega Drive game, this cutesy race-’n’- 
collect-'em-up is perhaps a little too simplistic to be 
worth buying if you're going to be playing it alone - 
you're likely to get bored of it long before the end ever 
comes into sight - but it's great value if you've got a 
friend who can join in the fun. 


At last - a conversion of a boardgame that doesn’t 
simply recreate the board in DPaint! Instead, Space 
Hulk takes all the best bits from the original game and 
bungs in a whole load of extra computer effects to 
create one of the most atmospheric strategic-blasters 
we've seen in ages. Completely ace. 


Stardust Worlds of Legend 


: Publisher: Bloodhouse Publisher: Mindscape 


Issue Reviewed: December 1993 Issue Reviewed: June 1993 
Memory: 1Mb Memory: 1Mb 
Price: £16.99 Price: £25.99 


If you missed last year’s Legend then you should make 
up for it right now and get this. It’s a superb RPG 
which uses a near-identical control system. It’s got 
plenty of action and tons of atmosphere. If you're the 
sort of person who cringes in horror at the thought of 
RPGs then this will convert you. See also Hired Guns. 


An unbelievable bargain at the price, Stardust is the 
ultimate Asteroids clone. The graphics have to be 
seen to be believed and it plays as well - maybe even 
better - than it looks. Along with the stunning 3D sub- 
game breaking up the rock bustin’ between levels, 
this is a feast you just have to treat yourself to. 


Syndicate Zool 2 


Publisher: Electronic Arts Publisher: Gremlin 
Issue Reviewed: July 1993 Issue Reviewed: January 1994 
Memory: 1Mb Memory: 1Mb 

Price: £26.99 Price: £26.99 


Yet another sequel wangles its way into these 
Recommended pages. Despite being more of the 
same, this is far superior to the original - Zool now has 
much more character, is much better animated and is 
a lot more enjoyable and less frustrating to control. If 
you want you can even play as Zooz, Zool’s girlfriend! 


Cross Bladerunner with a Sam Peckinpah movie and 
what do you get? Syndicate. From Bullfrog, this isn’t 
perhaps quite in the same league as Populous 2 or 
Powermonger but it’s damn fine all the same, 
especially if you like your computer game violence 
gory and realistic. Dead smart. 


COMPETITION 


There's free software up for grabs! And all you have to do to get it is answer the following 
questions, which we've made so easy even Simon can answer them... 


(1) What is your name? 
(2) What is your address? 
(3) What is the meaning of life? (Answers should weigh in at 12 words or less.) 


Answers on a postcard or back of an envelope by April 28th to the following address: The 
All-New Recommended Compo 1, THE ONE, Priory Court, 30-32 Farringdon Lane, London 
EC1R 3AU. The first ten entries drawn from the hat after the closing date win! 


With Living Soap currently pulling in over two-million viewers each week, we decid- 
ed to do our own version. Now, you probably don't know this, but we all live in the 
same house in Islington, London. It's a simple four-bedroom terraced building over- 

looking a rusty moped and falling-down wall, but it’s warm and suits us perfectly. 


The following conversation was recorded on 25th February 1994. 


(Door slams off-screen.) 


David: Hey-ho, home at last! | can’t wait to get my feet in the 
old Clarol Foot Spa, my bunions are killing me. Simon, hang up 
my coat, would you? 


Simon: Certainly, my good man. Jenny, what's for tea? 


Jenny: Baby food and seaweed, topped off with some Twiglets. 
Okay? 


Simon: Mm-mm. Sounds scrummy-licious. Matt, what time are 
your friends coming round for the open-air gig in the conser- 
vatory? 


Matt: ‘Bout seven-ish. 


David: Great, that just gives me time for a few games of Super 
Mario Kart on my brilliant SNES. | love Nintendo, me. 


Simon: Yes, me too. I’m hoping to finish off Zelda on my Game- 
boy. 


Matt: And | think that the inventor of Mario and Zelda, Shigeru 
Miyamoto, is the best person ever and | wish he was my dad. 
Really | do. 


Jenny: Er, colleagues. Don't forget we're doing that Living Soap 
rip-off tonight to fill up the back page because we can’t think 
of any good ideas. 


David, Simon and Matt: Glumph! Etc. 
(Canned laughter ensues.) 


Simon: Oh yes, ha, ha, ha. You guys are always being sarcastic, 
aren't you? 


Matt: Er, yes. We're crazy. 


David: Zing! See, | just said that for no reason whatsoever. Zing! 
There | go again. Zi... 


Simon: Is this recording now? 
Jenny: Yes. 


Simon: Right. Ahem. Cor blimey, I've had a really, really hard 
day at the office. The April issue certainly is going to be one of 
the best we've ever done. Ever. 


David: Zing! 


Matt: Er, yes. I've just been playing Rise of the Robots and blow 
me if it isn’t the best thing ever. The exclusive review I'll be writ- 
ing next week will be my most enjoyable yet. 


Simon: | haven't done much work today because I've been play- 
ing our fab Heimdall 2 demo. It really is the best demo ever. 
And that’s no word of a lie. 


David: Zing! 


Jenny: Look you guys, this is meant to be a true reflection of 
our domestic life, giving the readers an insight into what we're 
really like. | can’t be a part of this... (Storms out.) 


David: Zin... Good, I'm glad that stupid moo has gone. | really 
hate her, you know. 


Simon and Matt: Day-vid! You do realise that you're being set 
up for another of those ‘Are we recording?’ gags, don’t you? 


David: Why, are we recording? 
Simon and Matt: Yes! 

David: Glumph again! 
(Canned laughter ensues.) 


David: In that case, why aren't we making up stuff about the 
April issue? We could use this airtime as free advertising. 


Matt: We have been. 


David: Well, just for those who missed it the first time, what's 
going to be in the April issue, then? 


Simon: Er, there'll definitely be reviews of Darkmere and Manch- 
ester United: Premier League Champions. Cyberspace, Battle- 
toads and Apocalypse are all distinct possibilities. We may have 
some other exclusives but, hey, who knows? 


Matt: Coverdisk demo-wise, Heimdall 2 is confirmed. And that’s 
about it. | would tell you more, but it’s all super top secret, I’m 
afraid. 


David: Well, it all sounds like it will be the best issue ever. 


Everyone: Yes! 


April issue out 

28th March. . 
it'll be the best 
ever. We think. 
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